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The best games in the known 

Universe are available in your High 

Street and all good software 

stockists, NOW! 

SOFTEK, Masters of The Game 

12-13 Henrietta Street 

London WC2 
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The Computer & Video 
Arcade Championships 


Games 1983 


arcade crown 
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of the action in July's tf 
day. 

Eighteen finalists we 
the plush Xenon nightc 

Radio 1 DJ Dave Lee Tr 
Some of the finalists 
that day to appear or 
morning programme Brt 
:or an unofficial cl 
™rm-up. 
Then the 18 split into t 
nree to tackle thei 
machines with the hie 
moving onto the next 
competition. 


rilling final 

e invited to 
lub to corn- 
other and 

jot up early 

the BBC's 

akfasl Time 

amp.onship 

ix groups of 
r favourite 

lage of the 


This was played on a new 
machine saved especially for this o 
competition by co-sponsors, arcade L 

graphically and musically awesome g 
Gyruss unveiled by radio Luxem- a 
bourg DJ Tony Prince and none of the a 
finafists had a chance to play on it T 
before the final. fi 

Hot favourite from the Isle of K 
Wight, David Rossset then set the A 
pace with a 72,000 score on the 
machine and it seemed cut-and- e 
dried until the last finalist, Julian w 
Rignall from Wales started to battle Ju 
his way close to David's score. fr 

And at the last gasp he overtook it g 
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Unfolding before your very eyes is Ihe first-ever 
Computer & Video Games Yearbook. 

We've used some of Computer & Video Games 
magazine's most potent resources to put together a 
book we think computer buffs will love. 

The jewels of this collection ore four marvellous 
games set in another distant galaxy and setting your 
computer alive with intrigue, action and adventure. 

Keith Campbell wrote the fascinating adventure 
The Vexspoxian Affair, set on a spacecraft. 

Mike Singleton came up with Interstellar Intrigue, 
a game of diplomacy on a galactic scale, simple to 
play but so difficult to win. 

Ron Polk in contributed The Beacon Star Wars, 
where two alien races struggle to capture the energy 
giving beacon stars. 

And Pat Harris was the brains behind Pirates Sr 
Polyps, space arcade action but with room to think 
out your tactics. 

We were so pleased with these games that we con- 
verted as many as were practical over a range of 
computers which inctude the BBC, Atari, Spectrum, 
Dragon and VIc-20. 

In the spaces between the games we packed in 
features about computer gaming and the people who It's not often that the special delivery rochet arrives on this 

made the industry what it is. There's plenty of car- lonely outpost ol Ihe galaxy. But when il does there's always 

toon fun with those horrors the Bugs and Trevor a rush losee the lotesl issue o 

Truran sets you Puzzling with his brain teasers. captured by the tens ol M 

^^^^^__^^^_^^^^^^^^__^__^________i__ put together by Dorian Cross. We hope yi 

j of Ihe yearbook as Dorian pul inlo this marvellous ■ 

INTERSTELLAR INTRIGUE 21 il 'V| 

Five hardened diplomats meet to share nut the galaxy but fVW'MilM ^H V IIHT7rr 

each hopes to wrest complete control tor hlmsoif. Take -lit- f i **J? ^^"Tnl IrtM J. ZiLifci.. 

part of Grakta the Bloodline delegate or Maaehen the lizard 
from the Water Empire (up to jive can pluv us 'he [ale ol suns 
planets and fleets rests on your negotiating. Mise Siug.o'oi: 
wrote 1:1:5 uovel a: id ■■::i. I Lai qcme lor the Spectrum. And there 

are versions for the Dragon, BBC and Atari too. Illustrated oy )^*^ I ^U 3D MAZE 100 

I ..bis. Can you take con:rol ol the galaxj when the f | G01 lost! And then find your 

might of four other empires is ranged up against you? __ ■■— 1 

BEACON STAR WARS... !T. 38 escape game Mind-boggling 

METEOR ATTACK 

say in the running ol the galaxy. Their fleets of mining ships 1 10 

and gun ships help the race to produce stargates around the Your ciiy is in danger. A 

discovered stars. But what are the incredible space scaven- heavy shower o! meteors is 

gers and how will they affect the outcome? Written for the heading straight for it from 

Dragon by Fori Potfcin :fs a wnll balanced uud tactical ,h e depths of space. Your 

too. Illustrated by John Biggins. Can yci; out-think and out- before 11 they° destroy yod 

PIRATES & POLYPS 52 Fjk^«^^fe\^^| TRACKER 112 






THE VESPOZIAN AFFAIR 68 
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D'Toan knew that she was on the verge of a great discovery, 
all the information was at her fingertips she jus' ' ' 
two and two togetiiei. But if she makes her discov 
be able to persuade Captain Bezel to change a._.„ 
right planets in time? Haw far can she trust Grakta — will he 
tarn her over to the Bloodline Empire and can Machen be 
persuaded onto her side? An adventure with a real difference 
by Keith Campbell, where the action moves through space, 
1 - 'ii the ship and where some ol the characters move 
independently. It was written for the Dragon bu: we converted 
il to the Atari, Dragon and BBC. Illustrations by David Pugh. 





MEET OUR ARCADE CHAMP „3 

The page you've already passed. Read about the thrills and 
spills of aur 1983 Video Games Championships and ■:,,, ski lis 
of Julian Rignall, our worthy winner. 

EVOLUTION OF THE SPACE 
INVADERS 6 

We shed new IijH . n t.„- -ui a l:ui, rjir = .rii.j ::.,.!. v. - -..I, ■ ,i 
the great invasion and find out that despite suffering enor- 
mous losses, the green meanies actually won. 

GAMES DESIGNER INTERVIEW 10 

Eugene Lacey talks to Dave Lawson. the programming brains 
behind Imagine Software. 



THE BIGGEST GAMES FACTORY 1 6 

When it comes to games, more games come out of the Atari 
lactory in California than anywhere else. But how many ideas 
Bniih iip in the bin and how do they spot the winners, 

SOFTWARE HOUSE 65 

' our tope and what you could 
>ul their games and program- 

TIPS ON VIDEO GAMES 




the milli 

THE FUTURE OF GAMING 

In the future you will surrender all your sr= 
that comes into your home through a cabh 

PINBALL CRAZY 

Tim Metcalfe is pinball crazy, hut he's not 
eta family who thin) 

DARK CRYSTAL.". 



he d< 




pet movie, The Dark Crystal. Alan Outt< 
you can see just how he reproduced J« 
' 129. Then try it yourself on a BBC. 



PUZZLING 

We asked Trevor Truran 
set your Earthling brai 
enough puzzles to keep thi 
busy until this time next y 
Trevor starts Puzzling 
page B and there cue morn 
pages 12, 20. 106 and 128 



year 





that the Bugs a 

tions of cartoonist Elphin 

Lloyd-Jones They don't really 
exist in your computers. They 
go into action on pages 3, f4, 
fS and 20. Ruining program- 
blowing up computers 
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EVOLUTION OF THE 



Was there motive behind the mad- 
ness of the great 70s space invasion? 

After some early success against 
the "untrained" defence forces, the 
later waves took an awesome ham- 
mering. Wave after wave was wiped 
out, sacrificed for the odd laser -base 
scalp — and still they kept coming. 

For years the slaughter went on, 
some of the aliens began to look like 
the raw recruits they must have 
been, barely trained in the use of 
their lightning bolt missiles, before 
being rushed to the front line. 

Reports of the carnage must have 
found their way back to the alien 
generals (or did too few saucer mes- 
sengers get through), news that 
Earth's unofficial defenders were 
getting their collective eye in. Could 
it be that these losses were accept- 
able? 

The common or guardian invader 
(Invadus Nipponicus} was having a 
hard time of it and then a new breed 
emerged in the scene. The advent of 
wings made saucers unnecessary 
and this new species made use of 
the swarming principle to become 
Galaxians. No longer the steady 
trudge through the stratosphere 
accompanied by the inevitable 
grunts, these aliens wheeled down 
depositing a steady stream of 
bombs, trapping defenders in cor- 
ners and diving kamikaze-like upon 

A new mutation and the world fell 
victim to Defendus Americaans. The 
first game of a great series by Wil- 
liams former designer Eugene Jar- 
vis, he followed it with Stargate and 
finally Hobotron, as the aliens 
switched their base from Japan to 
the U.S. for a short while. 

But while the new aliens took over 
the space invaders' traditional terri- 
tory in the arcades, the old enemy 
was planning a new campaign. It 
moved straight into the Earthly 
homes and setting up residence in 
the humans' previous major defence, 
the telly ... a master stroke. 

No more escaping from the 
meanies by rushing home to watch 
Coronation Street, the little devils 
were their waiting for you, courtesy 
of the home TV games centres. 

Atari VCS aliens were a different 
shape but undoubtedly the same 




breed: antennae wriggling, legs 
twitching and fighting in profile but 
invaders none-the-less. 

And susceptible to earthly defen- 
ders, who cut them down in their 
droves. Could it be that the distant 
intelligence behind this concerted 
onslaught had made yet another 

this manoeuvre more evidence of the 
subtle planning going on in some far 
corner of the cosmos? 

\ The green i 

meanies' master / 
plan I 

By Tarry Pratt / 

Maybe so, because the next ave- 
nue of attack was a complete switch 
in tactics. No longer could mankind 
justify the slaughter of the galactic 
innocents by claiming that death 
was too good for the 'orrible little 
alien insects, who only had destruc- 
tion in mind. 

Facman was different, all the 
characters were lovable. Here was a 
hero you could really relate to: a 
yellow featureless blob continually 
opening a black maw to sate his 
massive appetite. 

Even the villains, the ghosts, were 
pretty cute: big doleful eyes and 
sweet names like "Blinky". Their 
mission might even have beun mis- 
interpreted as reasonable to pre- 
vent Pacman from eating their world 



Pi 



to destruction, Subtley 
been switched from the side of the: 
good guy to become the destroyer ofi 
good guys. 

We took this change in good stead 
and soon ghosts were disappearing! 
almost as fast as invaders had once 
done. But in Pacman we had a game! 
which could actually cause us 
physical injury. Games were inters- 
persed by finger soothing sessions, 
when caloused and bruised joints 
were nurtured back into shape ready 

While Pacman took over our hearts 
in the arcades, the space invade] 
had found a new realm to conquer a 
they blasted their way into the home 
computer circuits. 

At first this latest manifestation of the 
invader was barely recognisable as bu 
the real thing. Many of them were cca 
featureless, even more, suffered! sta 
from a slowness and jerkiness of 1 
movement which made them easji an« 
and unsatisfying targets. 

Worse still, many of the earfy ver- pre 
sions, could not even fire back and'poc 
merely relied on getting to the hot- doc 
torn of the screen. her 

But they were still thriving in this i ate 
new medium, and people were T 
crying for more and better versions pro 

— eventually these poor recruits lion 
were replaced by creatures thai han 
could pass for the real thing and the gan 
galactic invasion continued apace was 

— although still more young invad- It 
ers were destined never to see their thoi 
mothers again. out 
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SSemon's insatiable appetite was 
-1&0 outgrowing the arcades as he 
munched and chewed his way onto 
tie home screens. First he ignored 
the TV games centres by moving 
straight onto a variety oi home com- 
puters. Then he backtracked to the 
Atari VCS system and arrived with a 
L rmg. 
A whole new maze to wander and 
I I some flickering opponents to negoti- 
I ate but Pacman was not a creature to 
I let a change oi environment ruin his 
I appetite and the alien attack found 
I itself with a new hero. 
I A heroine was not long in emerg- 
I ing as the attack was launched on 
I the other half of humanity. Could 
I women be tempted into the arcades 
by relating to Ms Pacman? Hardly a 
I feminist heroine, despite insisting 
I on the "Ms" part of her title. She had 
I a bow in her "hair" and really just 
I wanted to settle down and have 
I baby Pacmen. 

| If women were the real target of 
I Ms Pacman, then this was a setback 
I to the cosmic intelligence's master- 
I plan. Perhaps the real aim was to 
find a way of propagating Pacmen 
faster. Anyway, the male of the spe- 
I cies took readily to Ms Pacman with- 
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I approach ing in another form. Donk- 
ey Kong pitted us against one of our 
favourite horrors, □ mighty gorilla 
■ capturing a starlet and escaping to 

I the top of a tall — if unfinished — 
building. We took the role of the poor 

II carpenter Mario as he rushed to the 

e Donkey Kong Junior 
— ..as the enemy, A villain 
be first degree, actually given the 
-fix wicked, who had locked up 
or old Kong and was dealing out 
jom and destruction to the gorilla's 
I heroic offspring as he tried desper- 
, J alely to rescue his Pa. 
3 I The Donkey Kong duo of games 
■ "'oved how fickle mankind's affec- 
tions could be. we were putty in the 
hands of the great intergalactic 
game designer, if he told us black 
was white, we'd believe him. 

It also reversed the trend of 
thousands of the enemy being wiped 
out for the odd one or two human 



fast 




hero casual i ties. Now we were wit- 
ness to the destruction of many 
Mario's without ever quite getting to 
grips with Kong. 

And it also showed that the aliens 
producing these games had disco- 
vered our love of the cinema. They 
were giving us sequals like Space 
Invaders Part II and they were giving 
us heroes we already knew. 

This trend continues to this day 
with Buck Rogers, Star Wars and 
Star Trek, being among the latest 
titles produced. 

And the cinema played an even 
greater role in Tron, where the game 
was based on a film which was 
based on the game. And that fiction 
of film stars going inside the 
machine, is no being turned into fact 
by laser disc technology which uses 






i intefligence has also 
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Cevious, Astron Belt, Mad 
Sonets, Zaxxon,, Gyruss. , . 

The space invasion has been long, 
and it's been hard-fought and the 
casualties have been horrifying. But 
what have the invaders achieved at 
the end of it all? 

Well, they succeeded where 
almost every film and fiction alien 
failed. They wormed their way into 
our culture, set up bases in our 
homes and in our social haunts and 
we've not only accepted their pre- 
sence, we actually want to take the 
credit foi 



my wani to lane ine 
n short, THEY WON! I 



CRAZYKONG 

Once again Dolores Devine has been 
toolish enough to join Crazy Kong on 
a sightseeing tour of the Empire 
State Building and is now standing 
somewhat reluctantly on the roof 
garden with her hairy host as he 
plays with a helicopter. 

Only Lizardlcgs can scale the 
building in time to save her and 
there just happens to be one sate 
way to the top. 

Fortunately, by a coincidence a 
rare that you may be tempted not to 
believe it, the Christmas decorations 
in the oilice windows do mark oat 
the route he must take. 

Each symbol has a meaning. One 
represents UP, another DOWN, a 
third RIGHT and the fourth LEFT, 

Just one snag — the symbols 






again. So, whatever is, 
level one cannot be UP 
or three. 

It may look an impossible task to 
find the only route and Lizardlegs, 
so adept at adhering to glass, is at a 
loss as to know how to begin his 
task. Can you help by marking out 
the one pathway? 

It isn 't as difficult a task as it looks 



and the grid may help — en far a 
cross lor an impossible meaning far 
a sign and a tick when you know it 
for sure. 

A little thought and you can guide 
our window wiping friend to the root 
— but hurry, Dolores is screaming 
again and her voice has already put 
two TV stations off the air. . . t 
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DAMAGED GOODS 

Another failing oi the McCoy Co is 
their employment of drivers who be- 
lieve that corners are optional. As 
you can see. the latest consignment 
of video favourites has arrived at the 
rear of the premises in something of 

When the lorry set out each layer 
contained three types of cartridge 
hut the collision with the wall has 
concertina-ed the contents. 

The only good thing is that the 
letters of each game are still in their 
correct order, so, if you don't mind 



Otherwise the world will have I 
get used to KOGRZEBSH in tht 
Top Ten and no one will play a gam 
with that name, will they? 
Top Layer: BERZERK TRICKSHOl 
FROGGER 

2nd Layer: GALAXIANS PACMAS 
UTOPIA 

3rd Layer: PHOENIX DRACULA PIT- 
FALL 

4th Layer: MEGAMAN1A STARMJ& 
TEE DEFENDER 
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We take you to 

Liverpool to meet 

Dave Lawson 

the designer/ 

programmer of 

Arcadia, 

Spectral Invaders, 

Spectral Spectres, 

Ah Diddums, 

and Schizoids. 

IF there is one person in England 
who you could describe as the 
country's top games programmer 
it must surely be Dave Lawson 

Like a top pop star Dave, co- 
founder of Imagine, the Liverpool 
software house, can look back on a 
string of number one hit games. 

But Dave's successes have not just 
been top selling games they have 
also been first in other respects. 

Spectral Invaders was the first 
commercially produced game for the 
Sinclair Spectrum, Space Warp the 
first commercially produced game 
for the BBC, and Dave was also 
heavily involved in the controversial 
Vic Men, the first game for the Vic- 
20. 



Soon after these games 
duced Dave wrote one of 1 
all time greats — Spectrum Spect 
The money earned on Specti 
abled him to go into busim 



Livles 




'I knew my work would be valuable one day' 



himself with another ex-Bug Byte 
employee — Mark Butler — and so 
Imagine was bom. 

Shortly after the split with Bug 
Byte Dave was back at the keyboard 
but this time writing games for his 
own company. By last Christmas Im- 
agine were able to launch their first 
game — Aracdia, The game was an 
the Spectrum and has 



b. en 



r the 



and the Commodore 64. 

Pressure of running an expanding 
company has forced Dave away from 
the computer though he still found 
time to write Ah Diddums, released 

I managed to steal an hour out of 
hectic schedule to find out a little 
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Bom twenty-three years ago in 
Liverpool and educated at Quarry- 
mount Secondary Modern, Dave left 
school and home at 15, "I lived with 



friends and did odd jobs — anything I 
really. It's easy to get jobs if yau get I 
the technique right. I spent the next 
two years hitch-hiking, sometimes I 
by myself and sometimes with other I 

"When I was seventeen I joined I 
the merchant navy as a trainee en- 1 
gineer. The next year and a hall 
were spent at various colleges. It ' 
was boring. They make you spend I 
about four years at college before I 1 
you get anywhere near a ship." 

The navy and Dave parted com-f' 
pany in the summer of 1979 and he I 4 
was back in Liverpool, back to thai? 
odd jobs and the hitch-hiking but 1 
this time much further afield -1 
Spain, Italy, France and Germany. K 

He shrugs at the suggestion thntR 
hitch-hiking can be a lonely way of I ' 
travelling: "It teaches you to be inde-f * 

It was at this time that Dave's | r 



interest in computers began. "I'm a 
compulsive reader. I read anything. 
I started reading electronics maga- 
zines especially Electronics Today 
International. I got interested in it 
because it seemed difficult. Even- 
tually I saw an advert for a kit com-' 
puter — a Nascom. I went straight 
out and bought one from Microdigit- 
al in Liverpool." 

"It took me about a week to learn 
machine code. I didn't bother with 
basic. I couldn't see the point." 

Dave was soon writing his own 
programmes and developed a sharp 
disapproval for the professional soft- 
ware currently available in the en- 
tertainment field. Of his own work ai 
this time he was more confident. "I 
knew it would be valuable one day". 

Valuable could be taken as some- 
thing of an understatement from a 
man who has just taken delivery of a 
brand new Ferrari Mondiall. 

A Ferrari is hardly the choice of a 
modest man, although Lawson in- 
sists that the money is not his main 
motivation. "The money means no- 
thing to me. It's the satisfaction of 
being the best. I feel proud of our 
games and proud of Imagine. We are 
also providing people with good 
quality products, which also gives 









which collectively pro 
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m puter gam 
duction line. 

"There is no quick way of writi 
good game. We brain storm 
programmers all day. Fire idee 

ingon graphics for the games. Ii 
ideal programming em 
artists and programmers would i 
together throughout the c< 
project." 

Since Imagines launch less then 
twelve-months ago the company has 
spawned an advertising agency and 
there are half a dozen other com- 
panies in the pipeline. 

Lawson believes in himself and 
partner Mark Butler. "I think we 
make a great team. I met him in 
Laskys. I was playing Star Raiders 
at the time and he came up to me as 
a salesman. Good game, he said. 
I'm going to write one much better I 



Arcadia, Spectres, 

and Spectral 

invaders, "classics" 

that every 

Spectrum owner 

would want in his 

collection. 









In the short term Imagine will be 
continuing to produce games for the 
Spectrum and also for the Commod- 
ore 64 before the end of the year. 

Lawson says his long term plan!_ 
are: "To become the biggest software 
company in the world and to become 
a public company by 1985." 

And with what he has achieved so 
far we're convinced that this soft- 
ware supremo will do just that. 

Lawson's first job in the computer 
games came as a result of seeing ar 
article about a comparatively un 
known firm that had just moved tt 
Liverpool. 

The firm was called Bug Byte and 
Dave was invited to join the team 
after showing the firm's bosses how 
to use one of their new computers. 
When the Spectrum first appeared 
all the software houses were rat ' 
to get the first game on sale. 

Dave was Bug Byte's main hope in 
this race and after thirteen failed 
production models managed to write 
the game from a pre-printers copy of 
the Spectrum Users Manual, Bug 
Byte were gambling that the manual 
and Lawson's interpretation o 
were one hundred per cent accurate. 
The gamble paid off and Spectral 
Invaders is to this day the most accu- 
rate copy of arcade Space Invaders 
available for the Spectrum. 

Dave's talent for arcade cloning 
was to pay off again for Bug Byte 
when Dave wrote Vic Men, a straight 
take-off of Pac Man, for the then new 
Commodore machine. Unfortunately 
for Bug Byte the game had to be 
withdrawn in the face of a threat of 
legal action by Atari — the holders 
of the Pac Man copyright. 

For Imagine the past nine months 
has been a period of unprecedente< 
growth. 

They have gone from a small oific* 
with three employees to a large 
office block in the centre of Liverpool 
with twelve employees. 

Imagine's General Manager Bru 
Everiss boasts proudly of "taking 
scousers off the dole". When we set 
up our own production and packag- 
ing facility we will take "first seven 
and then forty scousers off the dole". 
Here at Computer and Video 
Games we reckon that Lawson and 
Imagine will be creating games that 
will keep them in the limelight fc 
years to come. 
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THIS WORLD? 

SOFTWARE PROGRAM WRITERS 

SILVERSOFT want to hear from you... 

We are looking for out of this world, original, 

creative arcade action games utilising cosmic graphics 

written for any of the popular range of 

home computers. 

If you think the games you have invented would 

challenge other space travellers contact 

Dougie Bern at SILVERSOFT LIMITED, now, 

London House 271/273 King Street London VV6 

Telephone: 01 .748 4125. 

mwmmw'g 



The Biggest 

Games Factory 

in the World 

More games ideas are suggested. 



investigated and discarded at the Atari 

research and development complex at 

Sunnyvale in California than anywhere else 

on this planet. Eugene Lacey looks at the 

way the games are thought up, the 

processes they go through a nd why the 

ideas that survive have to be among 

the best around 




The biggest games factory in the 
world is to be found at Sunnyvale, 
California, on the west coast of 
America. 

That's the home of Atari's video 
games design plant where a team of 
over one hundred programmers, de- 
signers, and artists work unceasing- 
ly thinking up new ideas for/and 
developing video games. 

The man responsible for running 
the whole operation is 37-year-old 
Condon Brown. 

While many of you were asleep in 
your beds Computer and Video 
Games spoke by telephone to the 
man behind the games. 

Fifteen years of experience in the 
computer business, that involved 
working as a programmer and even- 
tually running his own consultancy, 
led Condon to be offered what many 
people consider as the top job at 
Atari one-and-a-half years ago. 

"We eat, sleep, and breathe 
games at Sunnyvale , , . and it's not 
just at work ... I seem to spend a lot 
of time at the breakfast table discus- 
sing a game ... or some part of a 
game with my wife." 

Does she ever get sick of it? Loud 
laughter. "Just occasionally." 



The game design process is a mix- 
ture of formal, and informal discus- 
sion, involving a set team of people 
and a floating pool of specialists. 

Brown sees three main categories 
of game: The coin operated arcade 
game conversions, such as Pac Man 
and Space Invaders, licensed games 
where the company buys the rights 
to use a well known character or 
story line, and totally original 
games thought up by Atari's desig- 

Atari keep the numbers of games 
they have sold a very closely 
guarded secret though it is known 
that the arcade conversions are the 
best sellers. Pac Man is the most 
successful to date and is thought to 
have sold more than 10 million 
copies world wide. 

Brown believes that the penchant 
for arcade conversions will not al- 
ways be what the public wants and 
that the original games will become 

To find good original ideas he 
arranges "brainstorming sessions" 
to attempt to tease out an idea from a 
group discussion. Between eight and 
10 designers and programmers 
attend the meetings. "I use the terms 



designer and programmer 
changeably ... we try to set a theme 
for the meetings. It might be space 
adventure, maze, children's, 
tion games. These session c 
anything from Vh hour to all after- 
noon. Apart from time, place 
theme we try to keep it inform 

Brainstorming sessions are a 
port ant part of the games factory 
output though Brown also stresses 
the importance of the individual 
flash of inspiration, "as many ideas 
come purely from one pe 
from the brainstorming si 

Brown would like to see the whole '• 
company involved in the origination 
of new games process: "I regard the I : 
wider company as a potentially un- 1 1 
tapped resource." 

Although the original games are 
often the most time consuming ■ 1 
licensed titles and arcade conver- ] 
sions also present difficulties. i 

"We have to work within the li 
limitations of the hardware — which i 
usually means within the confines of j S 
the Atari VCS. Unlike the arcade I 
machines which can constantly be c 
improved in terms of their capabili- |i 
ties the VCS always r 



"There is also the problem of not 

trying to decide how licensed titles the 

like £7" & Raiders of the Lost Ark for T 

example can best be used." gar 




When Atari are convinced that cm 
idea for a game is a good one the 
project is then handed down to a 
Cluster Group. 

Each cluster group is made up of 
between five to eight people under 
the control of the cluster leader who 
' m is responsible to Condon 
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game a detailed Story Line and de- 
scription of the game has to be pro- 
duced for management approval. 

This will contain detailed descr :p- 
Uon of the gameplay, difficulty 
levels, and graphics together with 
precise market research to describe 
exactly whom the company believes 
will buy the game and why. 

The next stage is to decide on a 

tune scale for the completion of the 

project. This has to be flexible and 

games have taken from as little as 

weeks to a year and a half to get 

the shops. It is not only uniore- 

3 technical difficulties that can 

put a prcjert back Atari also give 

careful thought to when is the right 

moment to put any given game on 

"We have to 

>l a glut of g< 
the year and a shortage at another." 

There are usually as many as 10 
games being developed at the same 



time though not all of these are des- 
tined to go into full scale production. 
The cluster groups are teams 
made up of various specialists: a 
sound engineer who works on sound 
effects, a graphic artist who works 
with the programmers, and a com- 
poser to make up musical jingles, 
theme pieces for the games. There 
are also individual specialists whom 
the cluster can seek advice from on 
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3 specialists often have long 

rejects of their own but are 

>d resource by the 

When a project is underway its 
progress is constantly monitored by 
the cluster leader. "There is lot of 
input into the group . . . particularly 
from software marketing ... but the 
final responsibility for what the 
game will be like rests with the de- 
Condon Brown stresses the team 
approach to design but also believes 
that there is room within the struc- 
ture for designers who prefer to work 
by themselves. He cites the case of 
Howard Warsaw who developed the 
Haiders o( the Lost Ark game by 
himself, in an earlier inter vk-w War 
saw told C&VG how he worked out 
the conversion of the film into a 
video game after sitting through four 
screenings of the film. 



The quality of Atari's games, 1 
that of any other video game ma: 
facturer, depends on the strength;, „ 
the design team. One thing. Brown 
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tremendous amount of poaching that 
goes on in the industry. 

"We pay very well and generally 
have the pick of the industry." 

He does not believe there is any 
set type of designer that fits into the 
Atari mould. "They come from many 
different walks of life , , . and range 
from 17-year-olds to PHD's ... the 
one thing they all have in coi 
an abiding fascinating and 

"We try to select people with a 
proven track record and would nor- 
mally expect some knowledge of 
advanced languages such as 
assembler language, and sequential 
processes ... it is not important for 
a good designer to have a strong 
mathematics background." 

The advanced knowledge the de- 
signers attain in the existing range 
of Atari computers means thai their 
opinions are highly valued by the 
hardware researchers. "Because 
they have to work within the con- 
fines of set system they quickly start 
to think how much more they could 
put into a game if the computer had 
extra capacity in certain areas." 

The conversion of games is a re- 
cent problem for the designers and a 
feasibility study has to be produced 
as early as possible in the develop- 
ment of the game if it is likely that 
Atari would want to market the 
game for other computer systems. 

Not only games for specific sys- 
tems but games for specific parts of 
the world designed to cater for the 
different culture and tastes. 

The first of these games Astrisk 
and Obelisk was currently being 
undei development when we spoke 
to Condon Brown. "It's based on the 
cartoon characters and is designed 
with the European market where 
they are particularly popular. It will 
be test launched in France later this 

With several million Pac Man. 
Space Invaders, Galaxians and 
others too numerous to mention now 
i millions of homes there can be 
ttle doubt that the Sunnyvale plant 
I quite definitely the biggestgames 
factory in the world. 

And what does the man in charge 
of it all like to do to relax? "I enjoy a 
game of Defender". Careful with 
those smart bombs Condon. 
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Although the Spectrum has 
ucter set fixed in its ROM, 
ASCII codes are not assigned 
particular character. 
These can be defined by the 

i be any chosen character and 

then be printed either by entering 
graphics mode and using one of the 
letters from A to U, or by printing thi 
character using CHRS which will 
output the specific ASCII code. 
There are 20 user definable char- 
ters on a Spectrum and they 
occupy ASCII codes 144 to 1G4. 

you type PRINT USRC'A' , _. 
machine will give the location of the 
first byte of graphics data. The first 8 
bytes inciuding that one will hold 
the data for the first character and si 
B. There are 20 characters which i 
iQ memory locations. 
To calculate the actual data for thi 
laracters. you first need to design it 
i a piece of 8x8 squared paps 
Each of the 64 squares can either ] 
coloured in or feft unshaded. 

When you have finished designing 
your character you need to convert 
each horizontal row of coloured and 
ipty squares into a binary number. 
To do this use the BIN function. Use a 
each coloured square and a 
for each unshaded square. When 
have your eight binary numbers 
then you simply poke the data into 
the memory like this , , . 
POKE USR("A"),BIN 10100010 
POKE USRCA'Vl.BIN 10001100 
POKE USR("A'V2,BIN 01101100 

And so on until you have poked in 

all 8 rows. This will continue until 

Ml reach USR("A")+7. 

This defines user defined graphic 

character A, To define any others 

■ly use USRC'B"), then USRC'C": 



r: Ot ■■! 



« 



ILLUSTRATION 1 



ILLUSTRATION 2 



$m 



i your 



> enhance the graphic 



_.. ,jnd the 
user defined graphic symbols far 
beyond the 21 characters in the Spec- 
trum specification. 

Pages 92-93 of the Spectrum manu- 
al outline the use of user defined 

It is simple to combine such de- 
fined characters to form a larger fi- 
gure. Figure 1 shows two such char- 
acters arranged to produce the fi- 
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attempt to move it to the right 
would appear to hop. Listing 
shows a program to do just this. 
Ideally we need to draw the figu 
moving smoothly across the chare 
ter boundaries. This we can do 
adding intermediate figure positio 
using four characters (2 wide by 
high). Even when the figure is with 
the pair of characters, 4 are tl 
necessary since a trailing pair 
characters is required to blank o 
the remains of the figure as it 
moved forward to the next charact 

Listing 2 shows one way of achie 
ing the required animation. Lin 
10-70 convert the picture data in 



defined graphics A-P. 

Another graphics character has 
been introduced to provide a ground 
plane. They have been entered in 
this manner so that it is easy to 
modify the pictures at any time. Line 
1030 draws the four characters that 
make up the man quickly. There are 
two FOR-NEXT loops. N determines 
which of the four intermediate pic- 
tures is to be drawn, and M the 
position across the screen 

Using a similar method, it is possi- 
ble to animate the figure to move in 
any direction. Each direction re- 
quires further User defined graphics j 
characters. Since we have already 
taken up 17 of the 21 available, we 
must find some way of extending the 
capabilities of the Spectrum. 

The beginning of the character set i 
used by the Spectrum system is 
pointed to by a system parameter 
called CHARS at location 23606 and ' 
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rum programmers allows 
o POKE into these locatioi 
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11 ing. Since the size of the 
le character wide and two 
high, by previous arguments it is 
necessary to use a set of characters Q 
three high to move the figure up or 
down. These additional characters I 
are available since CHARS has been 
POKED to 30208 (location 236Q7 hav- 
ing been POKED to 1 18). The first 
usable character (CHrS 32) is at ! 
30464. Only two intermediate posi- 
tions are provided this time to speed 
up the fafl rate. 

To add some humour (even if it is I 
sick) lines 1100-1240 have been intra- j 
duced to complete the demonstration 
loop. The POKE at line 1200 is to 
amend the scroll count SCR CT to I 
ensure that the subsequent prints of 1 
char$ 36 (a blank) result in the screen 
being scrolled. 

When you press BREAK to leave U 
the loop you will still be in the I 
afternative character set. Don't I 
panic. Simply poke 23607,60, trying 
to ignore the gibberish that the basic 
systen 
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SPECTRUM 




i'0 &RTFI 0,0,0, i i 
128, 128, 0,0,0, 7,7,6' 14, 

3., 9,0,0, e j9j 0,0,g ; r EM - ; 



4B DRTR 0,0,0,8,0.0.0^.3 e R 

i ' ■: ' : '■ ' ; : : 

ffmV Tt!' c 1J3 - 1 ^- i^.i-^o 

50 DfiTfl 0,0, 0,0, 9, a. a. n R (S „ 



lO^fi PRIJ3E i 

1060 PRINT HT y,2 

M .31 iCHR* C50, ,, , 
**<51 +fl > : NEXT r,:"NF>; T '",?- jJ1 - C 

1 110 PRINT FIT 1 9+ r,., 31; CNR* t 49+,, 
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CNR* 48 




AT £0,31 
-■■■•• »,**;CHRt 33 

I '"" f :, Ot E: 28692 13 

' : f F0R «=0 to" 11 

U-.10 PRINT CHRS 3^5: NEJ-'T ■ 
1228 FOR „■■-.,„ ro S4 

-« Fort - :t ME;:T ,/ + j 
"■ 1000 



J, BIN 00000110, BIN 



30 PRINT flT ?,,-,; » ■■ -r-Hfi'* u,. 
3,„;« .. ;CH R, 145; P fl S* 5 M ^ 


1 REM 


'9r*phlcs 2"- M *„ WA | } 


FOR 

:ij RE fir:. 


'1=0 TO 133 
d: POKE USR ■■*-+tj,c»: 


DHTfi 


e.0.0.1.1.2,£,6..o,0,g 
'■ 1 - 1 ' 1 " " FEN <■■', '._ ,. ,.,,. 


DRTFi 


0,0.0,0,0,0, 0,0, 0,g,g 

J -"" : . I, - ':.;, 0.0,0,0; 1,1^2 
123, 128, 12S,, 1£3, 132,', g 




■'' ,0,0,0,0,0,0,g,0 

' ; '' ■'-*■ 0,0,0,0.0, j |r 
: - :;l: '. ] '■■*■ 138, 4, 128. REf 




60 DRTR 0,0,0,0,0,0,0^0.0 

.., ' ■■:'-. 2o, 0.0, 0,0.0,0,0,0 

^^20, J6,66, 130, 13| REri ; 

j* Jg""".;.......... 

910 PRINT RT 9,>;,CHR$ 

[010 FOR rv,=0 TO 30; FO 
! STEP 4 

02O PRUSE 5 

030 PRINT RT 7,,-,,CHRS CI 44* 

H , *'■■■'' :: r 0, M ;CHR* .146 

,NF$ a4ftmj: NEXT n: NEXT m 



PUZZLEPROG 

This very basic computer program 
which, with very little adaptation, 
should run on most machines, asks 
you to sort out a tangled mess into 
lour eight-lettered words. 

At present the letters are stored in 
pairs in an array and you could, oi 
course, produce the words: 
COLOSSAL 
CRIMINAL 
COMPUTER 
CALAMITY 

on your screen just by changing the 
order oi the pairs in the DATA state- 

This is delinitely NON-U and is 
frowned upon. Anybody who would 
sink that low would never reach 
their keyboard again! 

You are invited having typed in 
the program, lo RUN it; your screen 
should produce the array: 



ss 


MI 


AL 


IN 


LO 


CO 


CA 


IM 


UT 


AL 


TY 


ER 


MP 


CO 


CR 


LA 




P ° rtj cu/o- r ., 



At each turn enter three INPUTS; A 
and B give the column and row oi the 
array pair to be moved and C the 

DUCKSHOOT 

McCoy's, despite the name, is prob- 
ably the cheapest software house 
ever lo rent an accommodation 
address in down ton Dorking. 

Indeed, the most expensive part oi 
all their products is the cassette 

Still, their iairground replica does 
actually run although the ducks 
don't even waddle and only three 
players can tire their six shots beiore 
the inevitable program crash. 

It so happened that Nigel, Jane 
and Tracey in their lirst attempt 
managed to hit one duck with each 
shot; the bird, quite properly, dis- 
appearing irom the screen. Alter the 
final shot had demolished the eight- 
eenth duck the display bristly 
showed that they had each scored 
the same total beiore all went blank. 

H Tracey hit more 2Q's than Nigel 
who hit more 10's than Jane you can 
work out which six ducks each shot. 



0DIMA${4,4) 

10 FOR 1= Q TO 3 

10 FOR K= 0TO3 

\0 READ ASQ.K) 

-<0 PRINT TAB (4 'J, 4'K) A$(J,K> 

» NEXT K 

'0 NEXTJ 

10 DA TA SS, LO, UT, MP, MI, CO.AL CO. A. I . CA . TY. CR, IN.IM, ER. LA 

10 PRINT: PRINT 

10 INPUT A.B.C 

M$=A$(A,B) 

',0 IFC=0 THEN ASiA.B! A${3 A.3-B1 : A$(3-A,3-B)= MS; GOTO170 

\0 1FC=1 THENA$(A,B)=A$(B,A; t$(B A) M$: GOTO 170 

D=A + 1 : IFD>3 THEN D=4-D 

E=B-1 ; IF E>0 THEN E=4+E 

SO AS(A,Bl=A$(D,E): A$(D,E)=MS 

15 —REM Whatever you need to CLEAR THE SCREEN HERE "' 

V FOR] = TO 3 
10 FOR K= 0TO3 

W PRINT TAB (4-1, i'K)ASff,K} 
10 NEXT K 
NEXTJ 

V GOTO 90 




Five of the most powerful 
and influential beings in 
the galaxy meet on board 
the orbiting space station 
of Far Funus. 

Their declared intention 
is lo bring peace to the 
galaxy by settling their 
differences, over the nego- 
tiating table, diplomati- 
cally Secretly, each of 
these warlike beings 
to outwit the other 
four and seize control of 
the galaxy for his empire 
—"» and far all. 



There's Bezel fro 



the 



Pirate Empire resplendent 
in his burgundy 
magenta robes but a < 
hire none oi the others 
*ould trust as far as they 
could have thrown his 
feared and awesome ship, 
the good vessel Vespo- 
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Negotiate and 

manoeuvre your way to 

control of the galaxy 

By Mike Singleton 



*k one". 



All of the others 
at a disadvantage when 
haughty Shazaz-Ka looks 
them in the eye. They dare 
not return the stare of this 
subtle diplomat from the 
powerful Sun Empire, for 
fear of being permanently 
blinded. He uses this 
advantage sparingly but 
his terrible frown falls 
most regularly on the ill- 
mannered Bezel. 

In contrast, the brutish 

from infamously ill- 
tampered Tiaithan Lizard 
delegate Maachen, threat- 
ens to disrupt the pro- 
ceedings at every turn. 
The others excuse his be- 
haviour by making allow- 
his being out of 
tal amphibious 



environment but they i 
not so quick to dismiss the 
threat his 
emblemed Water Empire 
forces pose. 

No-one has ever disco- 
vered the name of the 
anonymous Ice Warrior, 
whose features remain 
hidden behind a glacier 
mask and whose grating 
voice is disguised by 
the crackling breathing 
apparatus that serves him 
on this mission. He repre- 
sents the weak and much- 
scattered Dead Empire, 
whose voice at these pro- 
ceedings is only heard be- 
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take control of the inhos- 
pitable planets and dying 
stars where they live. 
But while they look 



down on the primitive i 
sources of the Dead 
Empire and the irony that 
these most lifeless of 
beings have chosen vib- 
rant green as the disting- 
uishing colour of their 
poorly -equipped fleets, 
the others keep one wary 
eye on his ice-axe. And all 
know the value of an i 
capable of inhabiting 
planets where no-one else 
can visit — let alone live. 

Lastly comes Grakta of 
the Bloodline Empire. Tra- 
ditionally the rulers of this 
galaxy and let none esti- 
mate his cunning which is 
the result of 27 genera- 
tions of careful cloning. 

His power relies on the 
Bloodline's long control of 
the stellar energy, but 



now it is under f: 
attack from all sides — yet 
knowing Grakta he 
still win the day. 

The five are sat around 
a board, with their base 
stars, outlying stars a 
fleets on it. As the fortur 
of galactic war ebb and 
flow before them they 
argue, connive, ally and 
betray to gain the upper 
hand for their respective 

Any is capable of wrest- 
ing complete control, but 
each must use the others 
in brief alliances, all will 
try to prevent any other 
from becoming too power- 
ful. It's diplomacy on a 
cosmic scale for two-five 
players and no holds are 
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Players take it in turn to make their moves. The order of 
play is decided randomly by the computer at the begin- 
ning of the game. For each star a player owns at the 
beginning of his turn, he gets one movement point. 

During his turn he uses these movement points in 
moving fleets, rotating fleets and firing at other fleets. 

The player does not have to use all his movement 
points and in fact can use none if he so wishes. Move- 
ment points, however, cannot be "saved up" for the next 
turn. If they are not used, they are lost. 

A player with no movement points misses his turn. This 
does not necessarily mean he is out of the game. If he 
still has some fleets left, the actions of another player 
may still enable him to capture a star without even 
moving and then he will find himself back in the game! 



Moving a fleet one space costs one movement point. A 
fleet can only move into an adjacent empty space. A fleet 
must move forward, left 01 right. 

It cannot move backwards. Once it has moved, it will 
be pointing in the direction it travelled. A player, of 
course, can only move his own fleets. 

New fleets can be created at stars a player owns. To 
bring a new fleet into existence, the player simply makes 
a move from the star into an adjacent empty space. This 
move can be in any of four directions, north, east, south 



Rotating a fleet c menu vement point. The fleet can 

rotate through 90 or 180 degrees. When rotating, the fleet 
remains in the same space and simply changes direc- 
tion. To rotate a fleet, the player must own it. 



Firing at a fleet costs one movement point. A player can 
fire from any star or fleet he owns at a fleet in an adjacent 
space. If he fires from a star, he can fire north, south, east 
or west. If he fires from a fleet, he must fire in the 
direction the fleet is pointing. The target fleet is always 
destroyed, even if it belongs to the player himself! Stars 
cannot be fired at or destroyed. 



Ownership of a fleet or star can change as a result of 
movement, rotation or firing. It always depends on the 
new situation created by. a player's action and any 
changes of ownership take effect immediately. 

Ownership is determined by the fleets "attacking" that 
star or fleet. A fleet is said to be attacking another fleet or 
star when: 

1) It is adjacent to that fleet or star. 

2) It is pointing directly at that fleet or star. 

3) If it is attacking a fleet, the two fleets are net pointing 
towards each other. A fleet cannot attack a fleet that is 
pointing towards it. Therefore, fleets pointing towards 
each other do not affect each other. 

The following rules govern the ownership of stars and 
fleets: 
1) If no fleets are attacking, ownership of a fleet or star 

does not change. 



1) Removes fleet from map. Checks for changes. 

2) Puts fleet in new position. Checks for change in 
ownership of that fleet. 

3) Checks for changes in ownership of newly attacked 
fleet or star and any connected fleets. 



1) Rotates fleet. Checks for change in ownership of the 
star or fleet that was under attack. 

2) Checks for change in ownership of rotated fleet. 

3) Checks for change in ownership of newly attai 
fleet or star. 



1) Check for change in ownership of fleet or star that the 

destroyed fleet was attacking. 

All checks for changes in ownership always involve 
check on any connected fleets or stars, so chain 
may occur in any stage of the checking. 



The object of the game is to bring peace to the gal 
The winner, therefore is the only player left who 
make a move. To win, you must leave the other playen 
with no stars and thus no movement points. 



C = CHOOSING 

M = MOVING 

R = ROTATING 

F = FIRING 

E = END YOUR TURN 

S SAVE THE GAME 

ON TAPE 

CURSOR KEYS are used 

for direction of movement, 

also used to control the 
movement of the square 
cursor during the CHOOS- 
ING option. 
In the CHOOSING op- 



fire, the fleet 

begin to flash. Then you 

press a direction key and 
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:. You 



you 



the 



any fleet 
or star you own. You can 
also choose any of the 
other options. When you 
choose to move, rotate or 



to CHOOSING, 
matically after rotation or 
firing but during MOVING 
you must return by press- 

E enables you to end 
your turn at any stage, 
But only when CHOOSING. 

S enables you to save 
the game on tape at any 
stage. When loaded back 
in, the program will i 
ate the exact condi 
that held when you press- 
ed S. All you need to 
after pressing S is give the 
saved gam< 
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210 IF 1*="*" OR t*-"s" THEN R 



SPECTRUM CONTINUED 




Loaded in two parts 1. "INTRIGE" 2. Hoc 
"INT#2" 

The major problem with this con vers 
the BBC MODE2 to gain the required a 
players. Again this led ti " 
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1 32 char 



.jisovei.'. :n»ing the leit-h 

then back spacing {using the VDU5 graphics 

^or) by a character width. Finally the right-h 

racter is printed. Thus 2 characters which i 
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19M00E? 

20f>inP*iCS? J ,MX(r'> 
30REM" **ENTEP PLflVEPS**" 
40CLS 
i57 '0PRINTTHK 0, 2 )CHR*C 131 JCHRSC 

69F0R I -;=3T04 : PR I NTTflBC PI , I V. )r H 

Pl'r t Z "' If 'TEP-,TEULRR INT 

^:;^>:next chr * (255>chr *^ s5>chr 



arrays and this proved impossible on the BBC. This 
overcome by storing the display information, previous 
SWX.Y) k CKX.Y), by POKEing in the spare are< 



70PR 1 NTTfiBC 3 , 5 >CHR»< 1 3 1 >CHWK 
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printtabc 7 ?chr« HI)" computer 
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I all the time on rersion. 

to SAVEing and LOADing games. SAVEing a gan 
II achieved by slor^a a machine, code di:mn OS ■ 

VEM in the file named "INTINT" on tape or disc. A1 the til 

I* PLERSE ENTER THE NUMBER OF P| 

P ERS ^ THIS coriE - 

I FOR TH SHVED CiRMF ■>" 

I 95INPUTTRE': 13..23V' - , Ns 

I I00IFN$= ,, 8"THEiN H*="e N Et 3E IF 

IgOTOW^ ° R WUN * >>5 THEHV0U7 

I 1 10VPUS3 ., 224 ,, 8 , , 6 , 6 , 1 4 ., 30 , g 2 

I 120VDU23, 225, 0,0,0,. 96, 112,129 



s::ea:r 


i? t: 


en SAVEd 










ng a saved 


of the f 




ogram. II e 


n S' is en 


player. 


;ht 


n when th 


3 main pro 










loaded 


r P 






With 


upc 




...■;. :.■:•.:.■ 


tape o: 






However i 


this co 




5 modifiec 




LOAD 








Finally PAGE has again been 








&EOO it 


MODE2 


witl 


disc v<;rs 


ons of the 



130VPU23 


.:2 k 




4, 1.24, K 


0, 1 


2 . <? 


6 , 96 ,0,9 












140VDU23 


227 


62 


.62,30, 


4,6 


. 


. fi 












150VDU23 


228 


a, 


L 5 ,, 3 1 , 3 


. 63 


63 . 


127., 127 












160VDU23 


229 


0, 


240 , 248 


248 




, 252 . 254 , 2 


"4 










179VDU23 


2 .:i.' 


12 


7,127.63,63 


31, 


31 ,15,0 












, 180VDU23 


231 








2 . 'i. 



4B 



; : :4rj . pi 

1 t1 r " " - S.6,S, 6j 6.6 6 

• u " 1 "" 11 -; 233 240,240 P4P , 4 
. 240.240,0 

i |3GVDU23, £36, 0, 0, 0J g .g i 26 , jjj 

' 248VDU23, £ 37., 1 2 6 ., 126jl26|0|0g | 

230 VDU23 , 238 , 8.. , 0,0, . Z5Z , 252 



^£V 



•-'"'.T.-l,-^ 241.255,1,1,1,! 1 1 

380 V0U2 3! 243. l.i.i llii -,^11 

310pv;=VRL.(N*> 

328IFPRGE<>fcE0OTHENPRGE=P,i2 

330CHRIH"INT#2" 

340ENO 

'LIST 

0MOOE? 

lt>IMP*(6>..X:i.:4>.vvf4 1 mv. 



«& 



®Pkf^ 




VHtiMBHJM 




1 < 1 THEN P%<- 1 5« >=P , * ( l * > +STR ! NU *'- 1 1 
0-|.EN< psc I* ? >■■ " " :> : NEXT Tn , a ■,,. -J 
■^■■iFnp p;=2T06 : F0RJ-:=1T01@ : ;< 2r 
■-1 ] + . 1 :■: + I ■< * 1 ' =R 3C < M I D*C FSC 1 "■■ ■■' ■ ■■' ''■ • 
It '->->'■ NEXT: NEXT 

1 ,,r— :ri-',-Lr"„ ^ , :803=PX FOR 1 54=21 
Ins t. ?S 4+.[v. -M".' I* ' NEXT 
1" 3g*SflVE"INTIHT* 0008 +01™ 0B 





PLEASE STOP THE 



I 60 

37PRINT' ' " 

I TRPE RECORDER 

38END „,w»TTTni 

40CL3 : PR I HTT ABC 2 , 6 > " P r J = : T J C " 
THE FILE IHT1HT , THEN'"' 
■PLEASE START THE TRPE RECORDER" 
*LOAD"INTINT" 



IHfv 



. 



4 7FnPI^?T^6:FOBJ«-lTO10-P*:i| 

. >=p*( iv; >+chr*':: re 2731 +J-;+i';* 10 > ■' 

: ME 43LP5t-?2802 : PX-728W : FQRIX-*f 

I 06 H-.( I ■'■ 1- -: 2804+ 1 ■■; > : NEXT 
46FUHSH-0 ■ GOSUB160 
47G0T021 ,-«wJ 

108P.EM" **REflD IN BLOCK DHTH** 

1 10RESTORE3200 : F0RB»*1T07 : FORY 
. • 1T02 : RERDB« BX , Y54 > : NEKT = NEXT : R I 

Return 

h8rem" **print block** 

3 2C3r.f.' ,1 . i:-+FLRSH*« : MQVEWS*Se- 
|R . C 24~V:-:*2 .1*40 + 49 . PP'I N TCHR<t. RfelL 



■ K ,, ? R En . « RE „ D JN STRR? E p^? lrj 

132NEXT: RETURN ' '" 

13SPE-M" **SET UP flPRRYs**" 

14-3FOR',-v. 1Tol0 F.-r,F?:^=IT016:7< 

-' Hfc.-:,T : NEXT : RETURN 

~ J52IFX;:.u THEN JF?< 2fl^. 
-1 ■"' ^THEH151 

■P«W2ei6 + >«*ie + v* ) .3.. HEXTlMrt! 

|SetURH 10+V; " > ■ G0SUB12 ® : NEXT . NE I 
I6BREM" **PRINT TITLE t, PLOVER I 
hpTOCWIPE<100>:GCOLe,P«: 

0.PF.INTP$< p;; .;. ■ TRB>; ; j : -, " H p., .j,,. ==: 



"ve;p 



1.20; 



i?2iflp^op;;theni 



l5,53,£5.-.;r.ii.it.|r. ■: 
|;J5>125,£5 REH" 

I 175END 

_ 178REH"' **Fl R< 
■TE:.T-t.f ' 



188REM" ** GE NERRTE NEUTRAL FLE | 



EXAMPLES OF ATTACKS 
AFTER 






*+ 



M I* 

l# IC 
W« Ml 



The red fleet is not actually 
attacking because the central 
fleet is pointing at it. 



no effect. 

lit |*| Red has a majority of art 

fleets, so ownership go€ 

"* ■*■ red, 

4.^..^. 4^.^. Example of a chain reac 



■ .. - 1 T070 
19 1X:-;=RH[> 16 ' ,\=PN[" 10 ■' IFT<£| 

fc] r 1 1; + x ■■; * i e ■*-■.■' ■■; • ■ > t; t he: nisi I 

i^2BX=v<ni": 4 .:> . Hx;;=x:-:+X'i'-. E"-- ;■ ; h , -. i 

■ bVK+V:^. BK > : IFHX-;"0iJRNH;-i=170RNV>.= 1 
0OPMY*=11 THEN 134 I 

193 IF"':: ??J36n+N^":*10+NV-:K> rTHEl 
BnBK"5-B!S 

£81S+X!i*10+Y-/.J=B^:NEXT RE 

Bturh 

198rem" **select move location 
m" 

200J«=8 : Y%-3 I 

20lPPncL.nPE'::3£-i move::r4 32 ixu 

■|...u , S G C 1.... . 1 2 S : F R I NT " CHOOS I HG " : V 

■DU7 

202f:,O3UE5«0 

£65IFI*= , 't1"THENGOSUB250 
206IFI»-"R"THENGOSUB300 
207IFI*="F"THENCOSUB350 
210IF1*="E"ORI*="S"THEN RETURN 
I ELSE201 

246REM" **MOVE FLEET**" 
■ 250PROCWIPE' i : - : '■■*■■ ~' J 

|L0 . 8 : GCOL0 ,128 . PR I NT " NOV I NG FLEE 

251 i»=INKEY*(.5 :>-lF(. I*<"5"0RI»> 
. R "WNDI«<>"C"THEN:G0T0231 

25?IFI* = "C ,, THEN FLftSH»0 : c:^P:; 
|ek=»IK : GOSUB120 : RETURN 
25r-:i:;=VRLC I*>-4 

IFHX^QORNX^l 7ORNY;;=0ORNY«=1 IT 
| HEN VDU7 



>» 



i JOBU 




>=6 ?( 2-5m+ 1 0*xk+y:< >=0 : GOSUE 

359C5i*»?<: 2560+ 1 0*X*+Y5i > = GOSUE 1 2 
.i Cij'-jUB2000 

36 0IFM5S»0THEHI*»"E": RETURN 

338RE™ R **CHECK FLEET OR STAR* 

" MOOX*-** : OY*-Y* : 0B:;=£:-: : OC>;=C': 

" U<-. 0¥«-VX S 0BX-B5t:0CX-CX 

4 n2F0PKWT«J7 H^'.-O NEXT: CI 
•.=0 C>:.=0 HHV0 HC5.-CJ. Etr:«i 

40 3F0PC'\ = V T04 I FCWS-B5STHEHGOT04 

4e4flXX-x**XK djs > ; ry«-y*+ys« o^:_> 
! FH X-:=0ORRX-;= 1 ?ORflY«=0ORRv:-;= 1 1 r 

iBfc-T^eie+towwK+HYXJiiro* 

+ RBM<: >5THEH410 

40 SRC: J-:^ '■ £56Q+ 10*RX-+BYK ) : N. - . 

■ ^v,~fv: .+ i [Fh::.hc:j) HNXORHCX 

«8HN5S-HW RCK > : HCtt-RC* : EN*-8 
41 ©NEXT 

4i ' [kem:-;s0THEH420 

4l^IFHN-'i;GORN^ i ::7>>0THENHC;;=,'' 

4--'0IFHC-':-c- - '-:theh430 

421IFB^«5THEHH-:«. C"-; >=M«': u'. .:- 1 '■ M 



■^9+10*X5i+Y;i>;GOTO402 

430XJ:=ox>. : vj;=oyk : c*=oo. : E'-:==oi 

406REM" *■« CUP 3 OR '■■, KL7 r E: ■ ,i 
-=i0tJf:;-.^S ■£■;-■= 7 . FI....H H= -■ - ' ":■], ' 
-HOIS^IHI-EYS' 1 "' 1':' "t ' '"' 
"R"RHI>I*< >"M"RNDI*< 

■■■ lt ![■.[¥• -. "[-"flHr-1 *'■'■■ "S"THEW510 
-"-' . ,ii-" E V'RHC'X;i = l>0R(I* K,, 8"(=l 

i ■•' i if-'- i$ : =-"7"flH[/r--=i >0R<. :i ' 

:-:i: -. .id 'IHFH51B 
.'..-, [i, "5"0R1*>"8" ?RHDT<: 
...; -.h .-. ■ p:.RHC'I*0"E M RNDU 

r^ s "R"HHDT--2816+ie*X;v 

4THEN310 

525GOSUE120 J 

■=i^61FI$'°'-E ;: 0RI*="S"THEHFLR3H=Pj 



r URN —— 

SOUND!. -]-".; F ^ FL -^H=l:(;nRup 
I;:=Vfl L . is ,-« ,. '\ H ; H " ; GOSUE12Q 
r '-SrM° T0500 " " " ^^ >:V ^V. + 

,cS S r p -^b^s>. you Hnv J 

bfiigif^^gJHENPRINTTOBc 0. ig 



630CK-RHD<3>+1 : IFP*CCWK>""THE 

N630 

633W«C*>-liP»<C5£>-N» 

IIIpRINT'" THANK YOU, PLERS 

|e WRIT R MOMENT." 
690RETURN 
1 000DEFPROCW 1 PE< \Pi > 
J 1 3MOVE0 , U* : GCOL 0,0 
1020FORZH-0TO19' PRINTCHR* 244 ) 
NEXT 

©PROC 
2MQPR0CUIPE< 100 JtMSS-MH-1 i CCOL0 
P* : MOVE0 , 1 80 : PR I NTP*t P* > : MDVE70 
t l@0 : pRINT"MOVES= ";K«: RETURN 
4233F0RI*-i-lT0NP?C : FORJ^=1TO10 : 
SiJeDRTRRO , DP , KL , DC , RB , IJ , HB , NC 
EF.GH, . ,QR,ST 
S300PRTHB,,1 J 1.,4,, 16,4,4.. 10,13.. 10 



Lol and a comma * »Y£*^ e certainse c- 

Yd the print ff£^ nveIse video 
1174 "Start" should be in Hive 

20 the fir^ print ^ m *f inveIse video , 

164D all Pn nt J s 1 ta,er " e a T n es some unprintable 

And in the ^tow^£« *£ number form 

characters must be entered ™ toIln . 1 

Ld must be tamed back t°^_____ 



30 includes 104, 1 
| JWMhocld be turned back to characters by 

pas: 

FOB '-'JEiLS£*10TO ( A ):JEn . , I 



155 noS ^'56,184,120 



^V 



m^^iW^^^l 



TO J+87:READ fl:POKE J*fl 
:NEXT J : OPEN #1,4,N,"K" 
180 DATA 0,16,48.126,254,126.48,16 
130 DflTfl 0,28,28,28.127,62,23.8 
290 DflTfl 8,28,62.127,28.28,28.0 
£10 DHTfi 0,3,12,126,127,126.12,8 
228 DHTfl 0.24,60,126,126.60,24,0 
230 DflTfl 0,16,48,34,130,94,48,16 
240 DflTfl 8,28,20,20,119.34.20,8 
258 DflTfl 8,20,34,113,20,20.28,0 
260 DflTft 0,8,12,122.65,122,12,8 
270 DflTfl 8,24,60,102,102,60,24,0 
280 DflTfl 146,212,3,38,132,40,66,137 
506 J= 1 5 3b : DL=PEEK< 560 HfEEKT 561 >*256; 
KE DL+3*iS E 1790,1 

, - . .:■-.'• 738,N 
810 READ fl:IF RO-1 THEN POKE J,fi;J=J+ 
60TQ 818 
815 J=1706 



J,tf«J 



JoToli l,iIF *>"' T "EN POKE J.H..KM. 

?S Tfl S ' M35,34 

»}a POSITION N,N: ? ^T^sfW 7*8 
1013 POKE 512, NJ P0KE 513,6:P0KE 54286,19 

!£i£ 60SUB il6i*P=2:L.P=l 

P;.;IF D=N THEN 1023 

^+1: IF p=7 THPN Bus 

*J»WSITIflMK,v.lF8*THBIT* 

nl£ I "SjCH^SKC^Ji RETURN 

1132 NEXT C: RETURN 

«Tfl 8*1,1,4,16,4,4,18 13*10 

"32 IP X>1 then IF S<X-1,Y K >6 THEN 1 15 

1153 IF X<1 6 then IF S<X-H,y X >6 THEN 11 

1154 IFVM THEN IF S<X,V-1 X>6 THEN 115 
1135 IF WIS THEN IF S<X,WX>6 THEN 11 

flHUtt'ifft 58l?^n R ** 



» c=p : B=srx,v):sosuB 1120 1 

RETURN 

L182 GOTO 1101 

U93IF C.NX.NVX>7 THEN J=5-B 







#6i" pr-ess- 
"#13) 



^^Fl5Slfl3P3.& 



THEN QOSUB 2800:BOSUB 135| 



iS PUKE 1 7*8, Ns POKE 734,88 
HI* If U-"b" THEN RETURN 

SI pSi™ 3 ,N=, K.-nOUIW FLEET^ 
#l,OH«=Ct«<n>!lF I*="C THEN 

W-+- THEN I=1S60TQ 1254 

£=■=■ THEN I=2S60T0 1254 

ij;--- THEN 1=3: SOTO 1254 

[££ [f I?"*' THEN 1=4= 60TQ 1254 

■..ir^-NV^+VtnsIF NX=N OR NX= 

1 THEN 1242 _ 

g £ *g*$b5 GOSUB 1120=GOTO 1261 
1257 IF I+B=5 THEN 1242 
liss 0e=BsO7-.B=e= SQSUB 11** 



1 



---'j -■ .-.,v .=r:s< :-:,Yj=e 
zse e=ce:eosue 1400 

:POKE 53248,48+8*X: Q** Pv Witiv. 
F IT=H THEN I$="E-:GOSUB 1120:RETUR 




_ SOTO 1242 

; ?yy position 3 -Nii 



'<>P THEN 60SUB 1120: RETURN 



#6;" ROTATING 



§ | is;-:;. gssssgis 

ll?K tc if ul THEN 1=3= GOTO 1328 

^cy,*s; THENi=4:eoToi32e 

]*? IF i=6 THEN 1381 

(323 IF n=N THEN «=•£* " 

-^ RETURN 

^POSITION 3.N:? #6i" FIRING " 

Ob IF !*=-+- THEN 1=1; GOTO 1357 
Wl tp !f = , THEN I=2: e0T0 1357 
.354 IF l«,-_- T H EN i =3 :G0TQ 1357 

P£to*t3; theni=4!60T01357 

1357 IF e<>5 RND IOB THEN 1351 

NX.NV »M THEN 1351 
TO uB=B : 0L=C : QX=X ; OV=V: X=NX : V=NV 

l^iK- L #6;n ■ — SUB J 12 * : ^'^ : position 

J13S4 IF IT=N THEN I$="E" 
J13S5 RETURN 

-V: G8=B: OC=C: GOTO 1424 
|fe=X:QV=V:QB=B:OC=C 

=2 E TO7 :N <K>=N S NB<T K:C1=N:C2= 

m for D =! T0 4;IF 0=e TH ^ 

HX,flV>:iF D+AG<> 5 THEN 1410 
*Yl y^HEH 'ui^ "** ° C>+1 = IF * «>< 
- U '-' iF h,, -HC >=HN THEN EN=l;GOT0 141 B 



1408 HN=N<AC>:HC=HC:EN=N 
14.0 NEXT D 

1411 IF EN=N THEN 1420 

1412 IF HN>N OR NC7»N THEN HC=7 

1420 IF HC=C THEN 1430 

1421 IF 6=5 THEN CKOsfKO-lsnCHOMKHC) 



IF B=5 THEN 1430 

1425 E:=S<K,V>:IF B=6 THEN 1430 

1426 C=£XX,V>;G0T0 1402 

1 43w X=0X I V=OV s C=OC: B=OB: RETURN 
1508 RET1 DJRSOR 
1501 I=N:6ET tl,0!l*=CHR*<fl) 
1582 IF 1*="+" THEN 1=1: GOTO 1515 
!*="=■ THEN 1=2: GOTO 1515 
1564 IF I*=«_- THEN 1=3: GOTO 1515 
1505 IF 1*="*" THEN 1=4: SOTO 1515 



15*1 

I=N RND OCX,VX>P ONO I*0"E' 



1521 Is- I*="R" OND S<X»V>M THEN 1501 

I I*="E« THEN RETURN 
1530 1 IF I=N THEN B=S«:X.V>:C=P: SOUND N-50 
,445:™ J=l TO 10: NEXT J: SOUND N.N.nTn 
• rtETURN 

1540 X=X+X<I>:pQKE 53248,48+X*8: IF W I >= 
» 'HEN 1500 

1 - ,0 Mi ... PV . PV+3 >=S$ : PV=PV+8*V< I ) : A* PV ,P 
rVy ;,=B*:Y-V+V. IX 60T0 1508 
L6O0 POSITION 3,7:? #6 i "Press any key«:G 
ET tl.A 

162w ' #6;"}THIS GHHE IS FOR 2 TO 5 

':? «6i? #6;"H0H HfiNV SHALL PLAV 
:";N*=* " 

1630 GET #1.h:A=A-48:IF H<2 OR fl>5 THEN 
16..-:« 

1649 NP=fi: ■■; #6 j "PLEASE ENTER EACH PLAV 

Js 1 x LETTERS ARE ALLO 

■ 

1650 POSITION X,V:? #6;"*" 

1660 GET #1.A:IF A=126 THEN 1700 
1662 IF A=155 AND L=l THEN 1660 
1665 IF fl=155 THEN L=i:GOTQ 1800 
1 6 "0 m< L , L >=CHR*< A > : L=L+ 1: IF L >6 THEN L 
.. 1600 

-iSITION X,V:7 
1650 

:7t-0 POSITION X,V:-' 
F X<H THEN X=H:L=1 
■7;0 GOTO 1650 

1800 C=INT<RNCKN>*5H2:iF Z<CX>N THEN 
300 

i S ; r-K C ;.= 1 : ■ 2( C :.= 1 : P*< C*S-5 , C*S ^=NS: P=P+ 
i:IF P>NP THEN 1900 

182U :::.=N:V= La: POSITION X,V:N*=" —.' 

#6;N*:G0T0 1650 

1900 ■ #6i M ::PLEHSE HAIT 20 SECS": RETURN 
2000 POKE 1787.7: POKE 704.4: POKE 1788.1: 



>;CHR*<A>:X=X+l:GOT 
5>" ":L=L-UX=X-l:I 



»| 



AGON CONTINU 



1 CLE:AR50 00,«H700 0:poKE65195,0:GR = KH7D0 0:ML = 8H702Q:GDSUE:6O:10O 

2 DIMX(4) ,YC4),N(7) t M(7) 

3 XC1)=-1!Y<1)=0 

I X(25 = 0',Y<2>=1 

5 XO> = 0:Y<3)=-1 

6 x<4)=i:y<4)=o 

7 DET FNCC(0)^<JAL(ttJ.D*(CDi<X>,Y f 1) ) 

8 DEF FNSS<0>=VAL<MID*<S*<X>,Y,i>) 

9 DEF FNCL<0>==VAL< ,, 8H ,, + MID*r , ,AAFFA5F5AC l ',2*<P--i) ,2) ) 

10 DEF FNIK(O) = (I*="")DR(INSTR(ARS + "C , M*>) = 

II AR*=CHR*<8>+CHR*U0)+CHR*(9)+CHR!t<94> 

12 DEF FNAR<0)=VAL(MID$("5A87" t INSTRCAR$,I*>,l>>-4 

15 GOSUB6 ! GOSUB140 I GOSUB1 It! ! G0SUB13Q ! GOSUB150 

16 GOSUB190 'NEUTRAL FLEETS 

17 PM0DE3 , 1 : PCLS2 i SCREEN1 , : CL=85 5 GOSUB60 05 ! M* = "INTERSTELLAR(?IN 
TRIGUE"tGOSUB61C00 

18 G0SUB16& 

19 P=2tLP=l 

20 m=m:<p>:ifh=othen23 

21 q$=inkey*:gosub170:gosub20 

22 LP-P 

23 P=P+i:iFP=7THENP=2 

24 GDTO20 

so oc=c : ob=b: c=i : B=6 1 gosubj.20 : c=oc ; b=qb : return 

55 GQSUB5O:GOTO120 

110 GOTO5200 

120 DRAW"BM"+STR*C16*<X-1>)VV' + STR*C1£*<Y-1))+B*CB,C):RETURN 

130 NA*="START 1 ':GOSUB60O10:FORC=2TQ6:READX l YSMID*<S*(X>,Y,l>="5" 
:IFM(C)=0THEN132 

131 MID*<C*CX),Y,l>=MIDttSTR$(C) ,2) 

132 NEXTCJRETURN 

140 DIMB$C7,7) 

141 DIMS*<*16> 

142 DIHC*(16) 

145 F0RX=lT016:S*<X>=STRING$(ia,"6">:c*<X>=STRING*ClQ,"7">:NEXTX 
JRETURN 

150 F0RS=1T025 

151 X = RND(16) ;y = RND(10):if FNSS(0)O6THEN151 

152 IFX>1THENIFHID*(S*(X-1),Y,1)0"A"THEN151 

153 IFX<16THENIFMID*(S*<X + 1>,Y,1><>'"6' , THEN1S1 

154 XFY>lTHENIFHID*(S*(X),Y-l t lK>"6"THEN15i 

155 I:FY<10THENIFHID$(S$(X) ,Y + 1,1K>"6"THEN151 
154 MID* CS*(X> , Y, 1 )="5" J NEXTS t RETURN 

160 LINE(0,161)-(Z5S,i61>,P3ET:FORY=--lTO10;FORX = lTQ16:B=--- FNSS(O)! 

c= fncc(0):gosue:i2o:nextx,y:return 

170 IFLP=P THEN173ELSECL=FNCL(0>:GOSUe60005:CL==85:G=100:GOSUB185 
:GOSUB60 0()5:M!t=P$(P)+"eMOVES"+STR*(rt) 

171 IFINKEY*=""THENGOSUB61000:GOSUB185;GOTai70 
.1 72 RETURN 

173 CL=B5:G=100:GOSUB60005;GOSUB185JM*=F*(P) + , '@WINNER ,, ;GOSUB6100 

0:gG8UB185:PLAY ,, TS0ABCDE":IFINKEY*=""THEN173ELSERUN 
176 Q* = INKEY*;IFQ$= ,, "THEN176ELSERETURN 
185 FORG1=1TOG:NEXTG1 IRETURN 

190 FORS=lTO70 

191 X=RND(16>:Y = RND<10>:iF FNSS<Q)06THEN191 

192 B=RND(4) :NX=X+X(B) :NY=Y+Y(B> :IFNX=OORNX^170RNY=OORNY=11THEN1 
94 

193 IF FNCC(0)<>7 THENB=5-6 



GOSUB697JSOUNDI0fl,3 



-MID$(STR$<C) 



™u TrTr = ^" THENC0SUE:25 a 
?nz JrT? = ?:,' theng osdb3oo 

/M NX=X+X(I) JNy-Y+vcT 
268 M=M-1JGQSUB699 

-; p'-ay-tioobcfeSd- 

QSUe^?p^" =E THEN300 

| 3 "4 PLAY-T50AF" 
'30/ IFM=0THENI$ = <. E .. 
^08 RETURN 

""" Trs' iNG " :G ° stj ^97 

354 NX=X+XCI NY-Y + y; i fl ^ CI <>B)THEN350 
360 IF«= THENM-'-E" DSUBA " 

=N(AC) + IJI FN(AC)<HN QR AC=7rH 



:=x+x(D) ;Ar=Y+ 

40 A AC=VAL(MID* 
EN4.10 



jt>t>t>!>t> [>[>[> 






I 410 NEXTD 

I 111 IFEN=OTHEN420 

|412 IFHN>0 OR N(7)>OTHEN 

I 420 XFHC=C THEN430 

■ 421 IFB=5 TH€NM(C)-«tC>- 

1422 C=HCSMID*(C«(X),Y t l) 



assjsi*5:«»«iww2i«««^«i«Mri 



lr23xS:KlSfrrS + Y(B>»IFX-0 O RX-i7O R Y««O R Y-llTHEH,3t. 

■ 425 B=FNSS(G>:lFB=6THENt30 
1^26 C=FNCC(0>:GOTO102 

I ^30 x=ox : y=oy : c=oc s b=ob ; return 

' I I*=INKEY*:IFI*="" OR INSTRtAK*+"RMFfcS .1 






DRAGON CONTINUED 



please: wait a moment,. 



\ll\ n Sp AC)SHC=acien=0 

702 GOTO6100G 

5209 'BLUE '**■ 

->212 B*(3,2) = "C3" + af4 
5219 'GREEN 

5225 'RED *« L *'E»C3,7J=»C1"+AF$ 

16 B*<l,a)-.. M -+AU«tB»<3,3>— M»+flF* 




- I *ui()o data graph' ' ■ 

§ 6 0110 DATA -' 

; lesBiiB 







9 c=o:fori= 



J 6029n 

I 6D997 



I 

WARPTR( 

'■ : HH-r,;>|; 
'PRINT , 



*JF0RJ= 



3 I=INSTR( 
!G0SUB61 



-VARPTR^Hi ;^^:XTj f r " Z,P0KE *-+C.UAU»tH"+*1 
?HR»<R EEK<U+ '. S ° 290:U ^ ARPTR(D *^GO SUe60290:u=5 
■-PHA GRAPHICS HR * <PEEK <U+3>>iRETURN 

i.Ar-16s:K'=INSTR{K 






>0THENX*= M rD» <M*;S"i??i* 10ELSE * 10 '"' 



> J RETURN! 



i +CHR*<a 

'):goto 



riL.LIS-USRO(VARPTR(Ms* 



All over the galw. con- 
fests Uke this ageing 

fought. 

similar 






each unique ' n il f; 
way and ye each 



Who was to guess that 
,he emnity between he 
forces oi Bluuloi. and Mhe 
crimson ships o Redare 
would last thus long and 
be so intense? But greedis 
a strange thing and both 
oI these ambitious space 
tribes knows the iuU worth 
at the riches which a re 
being uncovered before 
their very eyes. 

Both know that they 
roU st keep the secret from 
Them^mpues which 
would rush in and swa 
low the prize and wipe ou 
the squabbling tribes like 
so much space dust 

And both tribes know 
that ii they can harness 
this wealth of . energy for 
themselves then their 
tribe might one day rank 
« high as those grea 

their rivals. . , 

The Beacon Stars fich 
in stellar energy, had tain 
there tor eons bu t their 
light had been st.fled ^by 
the darkness and h 
uower remained undisi. 
Vered in the blackness oi 
the "Dead Areas into 
wnich no spacecraft dared 

travel. 

Then came the Scav 
gers, a strange space phe- 



nomena. no-u"= -■ 
them none knew wher 
they would strike next and 
lew "could but wonder ol 
the results they produced 



The first sign -— - 
strange green glow intne 
night sky where a Dead 
Area" had been before 
2nd then the blackness 
was gone forever and 
sometimes a bright 
Beacon Star shone out 
hom where the darkness 

^Beacon *>* Wars 
are fought out between the 

fleets of Itota.°; 
Bluuton as they rush to 
capture the stars and use 
them to produce these 
lar-energy creating Star 

9C Their fleets are made - r 
ot Miner ships iast and 
useful for explorati 
Gun ships, slow 
lighty in battle. 

And each has- - 
s «argate, immovable -_ 
strong in defence and able 
to produce new 
id to the ileets. 
Other stargates ---- 
built on the sites of cap 
tured Beacon Stars by hav 
ina a Miner ship and c 
Gun ship adjacent to the 
Beacon Star and canniba- 
lising these to create a 

Fveiv 6 star gate pto- 
ducesthree^^U^every 

tCrsofnew ships, 
from the cheap to produ. 
Miners, to the expensi 
Gun Ships 



^ TTho PLAY button on the 

3Th '™ :;",';."£ P 'E «<■»• *■> *• b ° ,,a "I 

sage: BLUUTON 

PRESS ENTER 

i,„,tons alwaysmovefi^ ^ 

,. Objective. ^ Qf ce 

SutMtetflast Dead Area is deared. 

2 . Seance of ph* e comma 

The Blue player mov 



p.. 



Move - use the numbers 1 to 6 
SurT^cuia Beacon Star *j 

Produce - P«» P c „ Cne ck S for remaining atta^ 
Complete - pro", <-■£ t check for attacks. T" 
Finish - press F . Do ™ "" m pute r will determiffl* 
b Combat takes place. The compm 
result or all attacks. 



a ie removed from the board ■ TI \ e fc. ol 
., one Dead ;»_•« » ^ r mined an d painted blua-f 



ermined and P^^J™ 
s are determined and pa* ^ 

H2 



area to be cleared 

d ) Scavenger «cp,—— 

9 J e The Red player now plays and steps (a) « 
repeated. ™ tLjrns w hen the Dead 

« ^ 9 am d e IT winne? s 3 the Tlaver earn.ng 
are cleared, the w imc. value. 

ERU's. Note that ships in play 



jirisl 

rips 



3. The Pieces. 

£ sixteen. P ' ay be '"leased up to a mBximui * 




* Other Pieces, 

ac\ h x ' PiecesmayTOrmai1 -^ 

"I Scavengers at Work? t l S rem °*ed. 

"*. « i»,* r s ; p ," » ■* '*>■ b.™.. h , fS: s J h ; r " 

Each p| ayer must press ENTFR r^ , L 

<™ N^Sce w S;.' ,,ovPn fl Na ™ °f 

"dex number XXX s 

Moves XX 
Attack Factors XX 
L Defenc e Factors XX 
1 6 Moving. 

tiP^ss ^'r •■*•« in tne top , riBht 

ter,/ rom ] t0 " Visual T 6 T hm ' »™s a 
f 910 an opponem . P * must st °P when it moves 

^ ™°a5'<K^ may be produ ^d anc 
P'ay. There are three restric- 




— t " e lnr ee restri< 

P*" sf,1 Ps must be dockBrf » »k d 

**<* docks 3dja cem to an"™ ° f f ° Ur docks ' Occupied 

U° produce ships type "P"^ u 

*"PWr type «£,.- for ™ d ^en th e number of free 
J% Provided sufficient f^" P or " G " f °' a 
I ba Placed in ad™ P™ ^"LT^^ the 
f-ress A when complete. 



may be T moved"nto and °' *" ar0und a «»r then a mine 
™« th- star combine"' K* ^ h ^ The mine 

Occupation may not take X! -f ar9ate - 
around the star n0t take P' ac e <f an opponent is in orbit 

New Stamatfx: ^m 
P- turn staging wltn the" *%£»% ™ S *™ ERU ' S 
9- Jumps rn ' 

donation is not under attackp! ^ Pr ° vided th * 
current piece. Each Stargatew' V^f J / t0 < um P 'he 
'f you wish to Jump to K r ln tufn - Press "Y" 

not. Press ENTER or ° A" Star 9 ate - p ress "N" if you L 
. V the distance between W^ ?* jUm P «"-r)Sn * 
■mum allowed, there i *p ^S *? ,T Beds tbe ">«* 
Each hex over the mEfm w hB ' umpma *fo'"' 
access by , en percenTrnTsTindfr^ *" Chsnc * * 
'ft "C" a „ d » F » d ' Cat8d or the ^reen. 

This however is rathw *i„ !, Previous turn, 
ttere are no pote J e „ s J'-^ant, seen that 
Dr,n9S the Paver's turn to a' Hm'mediate ,«' ™s 



»> 



>|l of 8, the outcome is A -the attacker 






Once a pfayer has completed his moves, «""--• - 
occur- If a piece is attacking a single °PP^ a °^K 
automatic but if two or more pieces are be ng attacked 
the player will be asked to indicate the direction of attack. 
Enter a number from 1 to 6. 

Assistance may only be g.ven to one defender. 
MKS-tn. outcome of an attack, take tN .higher 
number divide it by the other and round It down. The 
?e S ult?nq number will indicate the column to be used in 

eliminated. 

to 2. The odds therefore are 2-1 in favour of the attacker. 



Assuming a 

of 3 is an outcome of 5 - both lose two points. 




■ 



■■■!.. 



■ ,. .■■■:■!! r, " ! 
..... 

r I '■, ■■■■ I 



i| 



' ■-•■■■ , 
. 

ur-.-N ' "*'"'-« J RETURN 

■ +RD,Q;M E y TT 



1 !i -i' : 'J..ii;iv, 

. . .. 



* :: M;iK (Mi, ' IJ L: ' ; "< « • H t=X* : A v 

" '' :;,| ''' ;|ll '' |nL 'n'»:;;,!;; ) rr * ( ™^n 



iN '^=v, THENGOSUBS, 



:li.- „;,,., ;j ,....., 



,<7T MEN620ELSEER=l 3 . 

. , i r , : ,, . , "" 3,THE,,TX - F »"«««».Tr.nl 






7,0 OQ=snlG01 
-,«<? 'Occupa" 
' 7bt gosub:"- .i» 

12SGOTOB0 

■;-/n 



Rtl9 



THEHB7 
•GOtiui"--- 

„ ,,F 2 =0EtSEF2 =1 



81U £«.=iill 



, . G 03U6 , »2 t 



n«!fty s l' ,, ' . . i-ITVO < ?10 > ' ', ill- rtV " 



-SlTP»2 






non ek sU,j - t 

ol0 RETURN 






IT'i'V'^-'-'' 



tI » h B3(0^/2 +0t/21iJ 



■ 



-«M>K THEN***"* 

,,30 It""; THE N«N»L 

"", RETURN 



. n7 o 'Fl BT015 



■<■•■' ■:.■:,■'■ 

SS =SS+l- IFb ?.., 



iUE35 o:^— — ue380;fO KE f ^u 

llF I= 2 0OTH£NHEXTJ.E<-SE 

L ooELseFOf^ 3in 



6 ,C0SUB23< 



6 S 

1 3 4 



3 2 



5 6 



9 



Evens 
' 2 



I S I I ! ." 



Stacker EHr, 



'!! 



! 



i I 



°*frn«tartoL« ,. 










,""' T ^i 2B() 






" < " N,,m *HIH™ Wl , 



'"^NGOSUen, 






« S ;02 <^d EF( 



•INKEYl 



'1200, j 32o 



rFE R"1IHE 



'^WSSRSBa. 



rers - if the* a <21 



*JGOTOlfl 



(AIJ .1ELS£ 



_: 



J»»»I>t>>|>[ 



jswi-"''' ;:;;;:: — 

. HH -HH+i JPOi ' ' ' '" -i" ■ ■ '■■'■"■"-■ 

l5Z8 ,«ao,t= 57 °' 160 °' 1W0 '" 

.... . ■ 



^ <n, ^"'^'^^^ ; " 



■ 



,,. V :M, L 




■■ ■ 






^5«WHL60MMR2.. 
*2NUNDR2D." ' 



; + PCt(3-3», 



- 3*(I::i 



SBfcr 






-^— 1 0U3 R2U3R2U3 .. ; 
U3R2U3 "2U3ftl 0O3R2O3 'PAWTia/, 

' 4J,bH( I»3),SHfT 
l *Nfi!PL=l{ G0S0B22 . 



' 



0226 



■ ■ 



r'^: ■■;.., -«—..«» »..,.» I1TOn . 



• ■ •■■■ 

■■-: ■"■ ■"'■■""'■;;■;■■;-,.-,.,. 

P ^^GO5UB 2320; „ t=f1E$ 









' 8 >3, I 



"*=«E*(2*,; Gosuez32c 



L° ,v "" •'■•'•'■■mp'.i'i'I „ 






I tnitSHIP IMPLODES" 



' S HALF" 
i | vi-i rr-rb inn t " 
KEKRLOSES TWO" 



i , Z23^67S < ?'? 00 * ZZ3"J5< 



D 8CtE002 DFG39 






CLS21LI NE< ; 

!*L./2 !LD = L 



'•'' IV („ ,, 



"'L to Prirt * { ' , * ,,+A *' 2 «^2»»C-C +iJNE 

l"icult.i es lr ' te;<t ir ' PM0DE3.1 f or th „ 

«Lhjip RsruvMxy*- d *agq n . Use 



>*GOSOB30t 



=i3;Ar=noj 



L* : Whose move? 
* NoK ^ be both «^o "or both" V the P,a ^r. 

^;- p B? tfore -^w command . ca(cu(ated 

-■Junction which returns «, 
t -"« using BD. BX BY iy he J addr ess of a hex nn 

PO-points to the arid,' X 3nd U ^- The am,Z 

Jddress of BX BY — J ar 9 um ents 
or T — points to 



J 



a n adjacent hp^ :«^- 

™- p 'ece Table. ' 9 ' 

S« to 76 mber of Pieces on each s d 

|S ber ° fP — Sinpiecetab , e ' 

^Pcp e A X dd °: e Cuf r Piece, 

meter ^r a piece no ' Urns the «Wi^ of „ 
argument r. a T ' QQ m ust eontar^ *L . a P ar a- 




— hn» as a direct 
^dMve in the normal way. 



6 DEF FN » 

7 PEF FN * 
e 2-1 l-l- 3 

li s ' 

ii eEE EK 



(ZS)^ RETURN 

i?S return" . . 

iao P° KE R £?uRN . 



■ 9 RETURN 



U H8 FC " 



l*i? 






,-.=.-- 

~ 



fl/aJ-2' '..-.-INT <RNt>«* 

■* 5?£ Q E N e §4gs»- 



POKE »***! 
2« LET P 



ft ©; INK tf.^ R } : RE'. 

i -.a'^i^PHPER^,, 



; 



19® LET 



PRINT 



-hh+l TO qq 

fi t-r (py p? ■, F '"' - A "''" 
395 PRINT zjt; T»g^ < 

" ;» c" est" 



600 POKE FN p fft„. ',„, '*' WeX 

os* go sue j£- se . T „ „„ , 

.^6„WlHr oi ^ . ■ ,, 
til ^Ir 1 ' 7 ^ 



- 7 £J? t^" 4l=sq : LET h* „*,„., 

■ bvi=hij., Liu- B.lt-c ;,, *». =faX+Lijt ! F 

5!JB i a ,V L 5 TO f-rS" ° ifl -'/M GO 

720 NEXT qr p B ^ flT a „ no 




see for ; =0 TG sz _ a p _, 



=© THEN PSIkt- flT 



| D>t>[>I>D> 



., „-<-«>=,■■■ co to as* 3 ., , 

sk ^then 5 ^^;* 



+ 110 
1220 



n"T CO sub o^g. p-g INT -Hyp 



SUB 610- SO T ° 



' so to 9 

a a7 « GO SUB 1MB: IF 
ill© RfJUBN 



p" - ©o sub 6i»- eo ,L ■" 

er'<g>+3»»««"»|> . c SL1P 3S 



, =_, THE 
t 75»: C 

U 17» , in 6 GO sub _£5*-" ? 

8a ;*§."-£& acr bm sr- 



ieasiF 









T J«W»s »J + J 

feSi i£*5»ii THEN LET »"=* 
Igjg |f tnlX THEN LET »«=l 



IS?" LET - - ], =0 THEN 

5§0: LBT *f^;LlfsO.SUB3W 



350: ~~ 

LET i =g 
1B80 I ?_ B , 

O ?5u J S l/. ( 



t^ \| e "POKE FN .t«.«." ^ C 
SUB 2SO 

Was if «!i d ViT 

Sr.tS.** M 5UB 3|0: IT FN 

f a j<>+9 RND a j ( > 

SOTO ""' 
1120 I 
,53: t-_ 

fili NexT j: R?TU?*i. 

!14.0 IF FN 
11*5 FOB 1 = 

£.. gb SUB 30 B OVER i J"~~T 
1150 PRINT JIp, 1 ?* -press Enl«' ^ 

Si^rf Hi"- — •«-' "7_" 

1 !2«_5° n s vn E N G o L !o_?iir ^ :;;•;■ 



THEN BO T 

tl|| iC^THO* ^ cr— ■»«■ 

;:- r ; LET aP =* : let ,,-= ^ *** 

(Fgl=0 THEN fcEJ «3f? 



r GO SUB 100 




"'pcVKt FM 






,_ LET dP=F*f ' 
GU Stli 17*0. LET ^P^P*» 

-si a ;i p <i d TH-^ 



GO TO 1*70 (f=H ^ (i 
^"tHEN LET^rt 
14.70 LET "- 



14SO 



eo sue 2i0 

PRINT 



f*FN S<nn)-TfiS..l* ,'' r ' 



+ae 



TAB 



L 1.9« OO SUB 80: IF »*-' 

i a3 let ■ f = i x HT aa , » , . 
iaiB pRJnt i^?s7>,»*f.£'4rf^ 



ttSS £Sr-5i s iS; SS'S- SI.- » 

B GO TO 15S0 ,. 

O hh: LET i=c- y 
1530 """-'hfij" LET j=FK »!<***>- 1J 

K=INT !.5+J'2' 60 SUB 17J0 
iltl IF j5* THEN POKE FM P «»«»> 
I|m NEXT e^ RETURN isss 
1?& © LET k-3- 



r e ° TO 1 6SB 



til ts ;il 

lie! m^RN 

^?r F ? R «=* to ae .. — 



' - TO , b; ppKe . 

1=1 ™ »= RH«ft r»«,. 



S? a »: next*-; 






»«M , M'«»j!''i« 



return 
S«B0 DfiTfl .. Hin ,,., B 



ilil 5^""Rn "" M ™ 2aS' " ts 



SUB 3 a T H ^»f TURN 



[ <*<i=i=N 



r . .. 
j* THEN LET 



I- FT 






?5| S ^^- r TH % 

THEN LET .. 



IJJ8B R-errucw 



i LET 



LET dr^' ; H=cj.seve, . iiVr j5 



as*© pruIe j.£ 



: print - T 






|||| e pRINT 



-r^ d 3 « ot RRXN 



^«@%^^ w 



■■' in ■ 



f Sg D s 2 3 «!. 



THrgg c ^ gR 5 g 



jt»*Tgca i?^i 



. I8 7,iae i lit ■ -143 r>j 



: *Ii»P^ s 



3070 PRINT ^i^? ? , 

^XEftY tL y " " 






^^prin? 3 s": 

RETURM 






JC>£>I> 



10 PVEP O: LET l*d=t>: LET npc 

LET b"0 LET ,^7 LET o-0 . 



3 FOR s.= l TO 7; PRINT fl 



* IZE LET «*-l 

k»l THEM LET I-,- 1 NT (SND 
■ GO TO 53 

U-l THEN LET h-INT C RNO 

T h-INT rRNt>*30+l > 

T nr„ = T LET s«3: LET M-I 

13 LET t-INT CRNO*g+I > 



Pirates 
Polyps 



ARCADE ACTION IN THE HEAVENS. BY PAT NORRIS 




RETURN 



INV 



< 5,132, 



-ie;>*8,ciB-si 

*T AT 31, tl, BRIGHT 0; I 
: RANDOMIZE HSR 32335 
tit: 16 THEN LET fcl-tl+1 
til'16 THEN LET tl-tl-1 
sl=sl+l: IF sl>18 THEN 



493 LET w-0: LET nm-tiM-l ; LET j 
1-10-10; PRINT OVER 8jflT »,hj" 
"J AT g*l,h;" »: RETURN 

303 LET o-o+l; IF 0>7 THEN LET 



RETURN 

360 GO SUB 333: PRINT NT 18,0. 
INK 5; "CAME OVER LASERS L-ESTPOYE 
D": GO TO 363 

365 PRINT AT 20,0; INK 7: "POLYP 
S SAFE »";HT 21 , ;. "POLYFS LOST » 
",AT £0,18; "MISSILES" ; AT 21,18;" 



1 RETURN 
453 LET b-1 . f 
H BPIBHT !;■ 
<H PLOT INVS 



l,14.7-,-.pc,RT £1 .£B:w 
3 PRINT AT 7,2; "Pr»« 

a IF npc>0 FIND r 

5 IF ™>c>2 AND r.pc',6 THEN* 



-<3 THEN LE 



: GO SU1 415: LET 1 



1 THEN LET «i;p?-sa: RET 



5 THEN LET p«-"Not 
f THEN LET P*=>"BRIL 



I W NEXT P. RETURN 
I «B8 PRINT AT 9-1, h; IN 
" '; INK 2; BRIGHT 1; 

L" RANDOMIZE USR 32303 



Sun Polyps are one of the 
galaxy's many natural 
phenomena. Clouds of 
tee small creatures drift 
ia the outer atmospheres 
oi planets, enriching and 
tKWasing it. 

But planets fortunate 
•sough to have these mi- 
■Me beings in orbit 

round them, now find the 
-tore mercenary elements 
of tire galaxy eager to get 
iwir hands on them. 

In Pirates and Polyps, it 
& your job to protect the 
polyps iiom a band of pi- 

_ wo laser bases on the 
nriace of the planet and 
"ra*t stop pirate vessels 
torn destroying and steal- 
ing polype. 

I If both your laser bases 
or the projector are hit, 
4en the game is lost. And 
i all the polyps are stolen 
4e game is also over. 

But you can collect the 
polyps yourself, by aiming 
jour scanner at one and 
TOticing it down to earth. 

fa order to collect a 
polyp or destroy a pirate 
irossl radar scanners at 
I it top and left side of the 
must be lined up 
plo the appropriate 
forgets Key "Z" will fire 
it LEFT laser base, key 
\V will fire the RIGHT 



K 6; "CAME OVER PROJECTOR DESTR 
DYED" GO TO 363 
530 GO SUB 535: PRINT AT 18, 0; 
;"CAME FINISHED": GO TO 565 



FE HOPEL-fT.':: 



THEN GO TO 620 
615 GO TO 630 
620 CLEAR ; RUN 5 




laser base Key "O" will 
bring the PROJECTOR into 
operation, 

TOP SCANNER 
KEY O = LEFT 
KEY P = RIGHT 

SIDE SCANNER 
KEYQ = UP 
KEY A = DOWN 

When a pirate vessel 
lands on a polyp it will be 
captured. The pirate will 
change to red and proceed 
to the top of the screen. 
You will lose the polyps if 
the pirate reaches the top 



of the screen. 

But a "stolen" polyp can 
be saved by destroying 
the pirate with laser fire. 

Pirates come in four 
different guises, so don't 
be fooled by them. If the 
pirate ships cannot find a 
poiyp then they turn and 
head back to earth bent on 
destruction. If they man- 
age to hit your scanners or 
a laser base, it will be 
destroyed. 

If a laser base is des- 
troyed then it is not us- 



able. If the projector has 
locked onto a polyp, then 
the polyp will be drawn 
into the projector auto- 
matically, unless a pirate 

Laser fire destroys pi- 
rates but has no effect on 
the polyps. The projector 
has no effect on pirate ves- 

It's a hard game to win 
but the tactics will soon 
become clear when you've 
had a few turns at polyp- - 
collecting. I 



' 3 <] Gn the Dragon, Pirates & Polyps has undergone a few 
changes in the use of keys. 

It uses thearrow keys to move the laser base sights 
rather than Q, A, O.P and B rather than O. 

The bit configuration is used on the screen to 
identify p;eces and to avoid confusion the projectio 
flashes its beam. 



au-fnm <n:x=x+ioUF< 

, f y+7 >, Uv.P BET I RETURN 
5 COLOR CRU.lNE<63,i.J 
i COLOR CRJLINt (IBj,. 

>(t RESTORE 

3(l ream*'.ifa*=na* o ™{; 
« SlT!iT-ll'iMTOio« 



LTURN 

ft, FEET -.RETURN ELSERU 



s ee.psET:: return 

15)?CC»PSE1 ■ < 
5) iltPSETiftEfURN 
■t'jJ.PSETIPUlifM 

, , i . ;'.-, 'l.' 1 ' 

,'j',i jf . s ft: return 

n MM, pset: RETURN 

- i :return 

,',l,l,PLiE I iRl ITIRN 
7>,PP,PSET;Rf"UIRN 
7, .nQ.PSET! RETURN 
, ; RETURN 
7, TT.PSETJfiETURN 
71 vu.PSET! RETURN 



:fu.'- 



5 SSSSTSi?S»«'^' 

,,J LINE : (A,176 + E),PSE.T-.E- : 5 
1 2"0 6=01F0RTl=lTD7tP*- 

o:nextx:pset<254,3,i 

DBS: i 



1 235 C 
OSUBH 



Z=K J7S=16!T1»T8JSS= 

\AluU INE( 2 55.176 

:i Fl -, 0.55THEN215 
DiNEXTW 

, *(RND(22>+' 

: G0SUB<H t NEXTO :0-J 

«llo JP*-*'I" tGOSUB 



NEXT ^.v n ..roRX=0TO210STEPl(!lGO5UBU 



StlFFNi 



24 5 R=RND ( -TIMER ) ! 0-1 , . G0T0 25 

253 H=RND<23)*10 fG=i52 , IaRND<9)! , e 

1 ^70 IFPC>1THENPC=0 
775 IFNP=0THEN750 
Z3fl IFH«0THE«325 

I ?65 IFS=50THEN365 

1 f4 S!^°^J^ J,,!G0S 



( H^,G + l 5)jW , f . SET .- ET(H(G) _ (H+? g + 




!;J«««fKS! M «-'''««».w.-<-....„.,, 11 ,. m7 , w , ( 

' -'■'■""-"-■■— - _,. M ,. 0M I 



i 'RR»pse.t:p UT(HjG) _ (h 

0>!IFAT=12 AND B-Sl AND f 

ITO360 



V,G 






JB680 SGOT03ku 

AND G<n, T1|E i; H^^lo^^^^'^ET! GOT032D 

■■>' rtNIJ K = THEN1EJO 
W &-0THEN37S 

10 ' '■' '■' TIIEN51!) 



*T=FNi 



UIF i 



> THEN525 



^-UM. o: ' ' |L8 ":G0SUB73 5!B otoS9S 

>g T-n'n S 4? S> " <TS + 9 »SS+7)^r S pqF!yf, + ! > ' SS + ; '>-RR.PSET 

■ II :,r; '-' L(Jb IJE.lf,:Fi£TURK 

15 F ' !F ' [ ." ' < T „o 

B16JPI i Y„f*.v' RR ' PSET!RET URN 



— ->-2:gqti 

* CDLfiR CLINE(l?s 
" X=Ts:y= SS ; I |'" frJrt .^' n ;; 
'"""o:CDL.D h ;>:i ini. 



IS.'JEv 



^*fj' p SETJPLAYHl* 
UM^J G OSUE5B5JGOT06,SO 

S ' SS+8) ' p SET: RETURN 



1P-W-1JP8«PS*11 RETURN 

=20*20 :C0L0R2;LINE( 125, 1521 




.PSETSRETUR 



-<5 + TI,sl- 



1 THEN760 



p ( ! ^r B:G0SUE615!S l = SE,'Tl- TC 

i-m i n j* , G-G-8 i PLAYtH 



1!IF0>7THEN0=1 
"'jSOTHENRETURN 



B * 8 «eOSUB9«ie. C -8lRETURH 



UftNELSERETURN 



'l<3< 



5 GOSUI 



:( !■:, 



;TOKeDi 

■LASERSI2DESTROYED":GOSIJ661 

,,-.,,, „b.o CAi:c»4.QTP)tiPB)t"B 



="PQLYPS SAFE"+STR*(PSH 



10!GCTQ7 
^■MISSILESBDESTftQYEO"+STft* 



tZ),MN<2>»0OC2),PP(2)»flaC3 

33=2=WITH POLY ,12-7=1 



750 GDSUB101GOT0765 

7A0 gosubio;ay=3s;m* 
, atM2*:ay=6o:m* 

- ■ IANT PLAY" 

^OFO R "UStuFINK £ Y*<>-"THEN N EXTtAU=lELSEAU.O 

010 PMODE3,5:SCREENi,O!GQTO200 

2C0O GGTD61100 

4999 'GETS 

■5 00 POKE65195,0 

'iflOl ClSiPRINTOZoO, "PLEASE WAIT 

5 02 ^™-^^«>^Wft>«W«lt>*OH|l.tW 

'm6-?II4ol£. l^S-FROJ, Z^-tAHE*. 20=3=MISS/TY 
SM7KF F l«T(0>HI«ProiMTtX*2.r*2>*fKlHtTtX^.Y*2> 

I'll MTOE3 f t:PCLS 2 :COSUB60DlllPMODE3,l 

3015 Nfl »=-Aft"IGOSUB201GOSUB51l0:6t1(O,0>-(25,7),Aft,l. 
5020 GOSUBSIOOIGI .W»B 

5030 G0SUE5 1 I' : GE T . , ) - < V 9 , 1 5 ) , LC , G 
5040 GOSUB5100:GETC0,0)-<9,23>,DD,G 
5015 GOSUB51 I GET ( , ) - ( 9 , 15 > , II , G 
5055 GOSUB5100:GET(0,0>-(9,7>,KK,G 
---3 GQSUB5100;GET(0,0>-(9,7>,LL,G 
5 E08U1 -LII0!GET<0,0)-(9,7),MM,G 

^,0 GOSUB51O0:GET<0,0>-C9,7),NN,G 

5075 GO5UB5100!GET<0,0>-(9,7 ,QO,G 

5080 GQSUB5100:GETCO,0>-(9,7 ,PP,G 

5085 GOSUB5100tGET(0,0>-<?.7 ,QQ,G 

001FO3A6" 

5088 M5*="V31L255T25503A" 1M61 

3iBY30FV29DV2BGV27EV25CV23FW 

5091 RETURN 

5ioo pcls2:readi:j=o..;=o 

5105 REAOFSIFF-0THENRETURN 




5115 

il'.U! 



POKE&H600+K 

k=k*i:ifk=i 

TO510S 



...k.'-..*: 



5125 DATA 



85,93,85,33, 



.0 DATA1,85,B5,85,85, 85, 127, 8 Li 
5,93,85,85, 85,93,0 

j,31 'EBB - PGLYP 

5135 DATA 2,85,85,93,85,61,85,121 

5139 'CDE - PROJECTOR 

I DATA1, 85, 170, 169, 85, 89, 105, 150,119, OT 
'0.169,90,170,170,101, 86 , 1 , 8 5 , 119 , B-j , 1 6 
: lB 5, 89, 101, 101, 119, 89,101,101,1 
5,85,169,0 
1 'ODD SIDE f.CANr-lFR 
„.J DATA 2,85,85,85,85,85,85, 93^85,93^85, 



511' 



,102,85,1 



,119,170,119, 



,119,119,119, 



170,119,170,119, 



IV IP 



,„,., -MISSILE 

5170 DATA2, 85,85,85,8: 

5171 'NNN -TYFG 
5175 DATA2,85,85,85,S: 
5179 'GOO - PIRATE 



15,85,85,85,85,93,85, 93 
9,85,85,85,93,2 
i, 93, 85, 93, 85, 119,0 
3,221,213,221,213,255, 






5180 DATA2«8S,85 I , ' " I 53,21 1,213,213, 

■■■■1S-1 Ppr TOP OP PROJ 

'.:■■: I ■,!',' ..:'",,■:'. ■.;'., f!' ,^' .:,::■■■■'.. 

' . ' :■■--:■'■■;, 112, 95, 12?, 33, 127.85,, 

'■'■ ■'■- 5, 77-, 83, 121, 85, 121, 85,61, 135, <?3,0 

; " " - i t : = i i ; : ND0UIDEI G iM S' i 



18," PRESS I FOP INSTRUCTIONS - I 

'T."THENI;L1 URN 

o:m*="by pai norris":gosup.6?(;[i:m*="in; 
irate vessels from" 

■■! ■ ' EC INI, THL SUN POLYPS. I iPRINl 

' OF THE GAME.' 

" UP DESTROY f 

E OF THE SCREE 

IFT/RIIJHT ARROWS": PRINT" *B1DE SCANNER - USE 
," KRIGHT LASER -■ USE M"JPRINT" "PROJECTOR 



St' INI, HIE PIRATE k 



V.I I i,l,l l.ttii.MMOUEGOMMEEMLMMGEMGMMMEMMMOEEOEMOGMGOEOOM" 

, "lM»JUl';iCL'Nhr::l' I IUHL'L^hVPPNI. KMWNNKWP :L DGttKNNKNNKK NNLEIBW 
>WhMl,'MHWWh«yMMhKNMPNNKNNNWMNMKDDDDDKFCCCCOINOQSQCNMMM 
] A ,i f, A U N N-J 1 1 N I : N UK P N K Wf) [H> l>[) D UN NN NNKNNNH HDDNNNR RU NN N H DUN 



gosub60 2 ! ?o:u~varptr<d*):ggsue:6Q29o:u=varftrcs*) 
!) >+chr*<peek<u+3> > ! return 

■0THENX*=MID*<i1t, 1 + 1 > iM**LEF'T*(«t,I-l> !GOSUB61(H0 : M 

i: o i ■ (■ u'-o 

<AY)+M*!DEFUSR0=MLlUS=OSR0!VARPTR(MS*)):RETURN »D 



l.i' l illlillil.VlU'i' i i i 



3<|<[ The PRINT statements in the line below include 

special control characters, which do not come in the 
( printer listing. 



£ IBM " Sol B B C 
i£ IBB" - g£{SJ [EF> 

;mvW> 




10 KEI'I PIRATES AND POLYPS - C&Ufi 1*07 
20 REM Author -p.Norr.s " 

wSwi isK^s 

rr "', ,9 FF '^- f:, f'lE-HTfiB: HI = INT' nFFS . '-"^ ,■ i o—-ur 
146 FOR 0=738 TO J+3:REH0 A: POKE J.fiiNEX 
L5e DATA 5b, 234, 128,74 

TCHB+512 TO J+119.REM) ft. POKE J 

ill P^V^f "ff^f 3,235^43,1^,68 

'' ": r!: •Si"}"!? #6;" *±± « 



Utii -'DURING THE SATIE .fit; 
HAY BE MISE TO":'' #6i"rWKE F 

245 po« 5774,64 

-s« : : " » OBJECTIVE: To stop Pir -, 
i^s-ls frori.de z i r- ou . n-:-, 'jour base and i 
r»q 1 r,e sun polyps. " 
>k* t -7 -if both your- laser bases 
eprojeclor is h 
i ost . " : ? 

? "When all the sun polyps are >: 
i ,-.r stolen then the game tims 







1 '-■' "projector, •■]-? 

? "When a pi rat* •..■e==ei =, r -i- 

, the polyp. ,,,,n be" raptured '"'rV? r' 
• ti '-■-" 1 1 chanye r, : , RED =, nd p rc ^ eed r,_ h 
- . "i'!''' a ', d ;/';'; 'y- 1 "'" t,:,p of th * scree 

." Press any key » :6 ET #i jfl!? »j 

Us*r f,re destroys p. rates but" 
■a= no"s i "effect or, the polyps. 

„ L ,-'-. r .' E % :-; ►'* ■■- '"'-"' 

Pnrt"™! J ' 34:puKE J+1,34--P0KE J+ 




30-63,63,127, 127,255,2 
1 THEN POKE J,fi!j=j +1 



.128.12s7l'a 
" READ Pit IF 

■ 

HUN 8,23.? "score bonus 

[UN Rh>,E<A>:? .. .. :NEXT fi . TX= 



iREflD 



I.JX:HR*:.I 



:NE,-:T .y.f\ii JV,fV+5.:.'=Fj„ 
1*5 DhTh 126,86,66,66,66,126 
^JSb^ k=1 THEN ^INTCRNKNMK 
1120 H=INTXRNDCn>*36+1) 

0*S^Hn=l:e=19iI=INT<RHDXM>»fl 
1146 IF U>N THEN u=U-3:S0UNu 3,N,8,U 
1150 IF PCM AND B=l THEN G0SU6 ?880sPC= 
U60 IF PC:- 4 THEN PON 
1170 IF NF-N THEN 30mmm 
-IBS IF fl=N THEN 2600 
1190 IF S= c .m THEN 3000 
L200 IF 3=186 THEN 4000 

=6 THEN S=50:ft$.:;nV,nV+3-'=n2*:GO 



'.' 



^ V ^7 4 ^ = £^'^^H + 6J40. 



:rp64 HNb 1T ^r^^^^^f Ihen 

,230 IF SS=64 THEN 9=100:GOTO 9500 
1246 IF B=18 THEh 0Tu 195a 

fn -'j.qsl' nv+4 ' nv+? >^* : fl«nv,nv+3 >=m*: so 

1950 IF NP=N THEN 30088 
2000 IF Nf-NN THEN 1100 
GOTO il4^ B 500e:GuSue 5580: POKE 764,255: 

- : ,um :w-, T 1 : nv=nv+4: n*< nv-4,nv-i >=s* 

jSKLJf ,: 'HEN H=H+I 

JT-. h.NU',N >*..;. 1 ,:n: L -3249,nx 

=64 AND 6 
=bl HUD H=T1 HND 6=1 THEN 3488 
~02ti If SG=64 THEN 6=1 88: GOTO 4100 
;.Bj0 Ih S6=71 THEN 60SUB 9880: GOTO 1950 
3M4M if y_-,=73 qr , : ; S G>64 AND SG<71 > THEN 
WoUB HXW«:bUTO -30200 



. <« 



4010 IF fl=N THEN 1950 

'' 4 7HEN K=N: IF BONUS> 
mm 7 !?* 6 '**? ^POSITION 17,, 3 : 

/ r*>37 THEN T^v --r^: 7 - :+1:T -^ + 4: 

"u . v, -iW 4:lFTS 

<rtHEyi:^ T ^EN 4 s=s S -i :TV=TV ^ IFSS 

^Tl&^|i 1 3 ft! r ^ T a5fS + l:TV=TVH ! IF S S 
^'7" ■:|Ti.-fiN 

f&M^TURr ' 764 ^ flND B= N THEN 60SUB 
I!© IF STRIS <H>=N HND K>N THEN 60SUB 11 

;"^J St TURN 

l.iF Fuxl THEN F>iV.=77 

: "";-- « yaw®- 

'■'-'* , ' ■ 'UNO N.J.I 



•=F. - 



H.6I7 " -i IF H=1B THEN K-K-l 
«*d IF H=28 THEN K=K-2 
9812 BOHUS=eONlfS-10e:IF BONUS<N THEN 61 



■mj^^mmi^&ii 



-*& 



2.J+25. 
■ ■ - J POKE 5T £(f ,n 
SOUND N.N.N.N: SOUND 2.N,N,N:IF M 



S3! KSW-ijS^ffilf H ' 6!? " " :Pt f 

^ElieFOR J-l TO 5 : NEXT J: SOUND N.N.rU 

: . T F: SOUND N.N.N.N: RETURN 
Llyyy FUR j=-i4 TO 14 STEP 47sOUND mt 

11102 0=121 

m %m®?4 

iUW. rUHN^* 1 ^ 3 *** POKE SCRN+TS+SSwJ 
; 1Ik*i FOR p=i TO 7: IF E(P^=50 THFW FcpJ 

i ' L ' ; E ' P:Ht.:FTAnV + 7 - t : RETURN 

Mfrfr ■- tsi" 

jH i t nhibhtD": GOTO 38408 

^t:oe hul.ijb 30380:? #£./"GfiflE OUER - ":?l 

5' '™ rs destroyed": GOTO 30400 

^yy gosuc 3030.3: ; #e ; »GflfiE ouer - ■:■ 

4t> , d, ,_, } K tor destroyed • : GOTO 39409 
'ff\ ™ ^ T0 3: SOUND J.N.N^KE 5^ 

. 4 '-''"■ CS la:RESTORE159l 

30^ POKE 16.64. ^FCRJ^ 

Tu ,^:REnO h=PQKE J.fi:NEXT J:RETURH 

3831 u ? #6:? # ej " S cor* - SC :? « 

ifiTURN*^ 1 ^^^ blatt " "*■« «f 

j.ti-yo H0SU6 30310:? #6,-" PRESS S" 

'; : ? K j ■ TO PLflV fiSfllN- s POKE 764- 

W 1 THEN R 3W10 71D 10:NE>iT J:IF PEEK( 




□nd save it before 
inything, especially 



Type in the first part of the prog] 
tunning. Make sure you do not alt 
the "load" part of the program. 

Save the second part of the program after the first and 
save it as "&POLYPS" in cops without a space. 

When using the program, load and run the first part 
and leave the Play button on the cassette recorder down. 

A lot of gibberish will appear on the screen which is 



second part oi ti 



program. 

When the second part is loaded, the cursor should b 
flashing next to the word "RUN". Press the retui 
and the game will begin. 

Do not clear the screen or change the display or tb 
game will crash. The game runs on a standard Vic-! 
with a joystick. 



12 St^reS'liKE THIS-": PRINT: PRINT-BLUE PIRRTE HIT--:PRINT 

SSassassHSR*- - ~~ 

22 SlK- MESS RNY KEY TO BEGIN" :G0SUB25 

23 GETR*:iFflt=""THEH23 

24 PRINT"TLEflSE WMT^GOTM/ 

= 1TQ10^ETRS: NEXT RETURN 
FQRI=0TO463 : P0KE7168+I , PEEK<3 2 768 + 1 VNEXT 
33 FORI=3T01 IV REfiBPB :P0KE7432+I ,PD- NEXT 

?Sw,iA3.»,«.if.t4.«. «.»'«'«'»••'•' w ' i4 * , ' 1,a ' 112 '"' 4 ' 81 ' 12 

sS 255 ,l 90 , 1 B 6j 4e,3 2 .4e J , e , 1 7 0J 17 , 190 .i 50 ^3^3e,23 1 , 125 ,i 25 , 0J0J l 29 ,l 2 9 J 2 
?UT M ,a J B. B ,12,».2i3.148. fc e,B,B.«e 1 l«. 2 7 J ^B, e ,e,e Je .l2 j5 i- 222 .48, 252 -18 

HI ";M* 

tag forbe=itq380:hextde,i 

10! FORBE*ITO3800:NEXTBE 

llS BRTR" BE 1 r ▼ ^ I ^ 3' 

30 DRTfl" SB BTI I « S ! 11 J S*aPB 
40.BRTR"SCi 11 1!*! ■■■■ ^ .„ 

DRTR-ai III *!■«■•■* ^*^ 

,„ BflTR" air ^ 1 1 ^ 

158 brtr" am i a i I ■ ■ ■ u 

200 DRTfl" 

210 BRTR" (■ ■ I I I i 8 ■ 

226 brtb" an ■ an mj 

230 BflTR" an ■ a ma i if 

250 data" aw ▼ 1 1 a i a i ▼ y 

260 brtr" anansnisiai i a i bis ■ 

273 brtr" a* p-a ■ a 1 ■ ^a p-a m 

2R9 brtr" sw ■ aiaii a i a ! jWl 

230 BRTR" !W - a ! a i ! J! ■ «J * 

300 BRTR- sw ■ ia p-a 1 1 a i ^a p- 

■EV PRUL JRY. ADAPTED" 
130 DRTfl" MFROM THE SPECTRUM GAME" 
340 EATA"iBV P.W.NORRIS." 

1, 144.76,116*3. 14841. 144.23 



Si' WTA162, 222, 173. 78, 3, 201. IB. 176,9.238.78,3,238. 



l'il*l-J'f^T!CT 



'«« 



RERBV. 



5 P0KE193-66 

■HT 

1909 lFQ=OfiNBDP=OTHEN1020 

3 .'B2000 

1050 k=K-0:IFK<OTHENK=0 

l..V'< HOTO10S0 

IS 5SSSS SS ;^;T„ E ,«K^,T: P 0K E C,B. SH :P0 KEti ««..B MK . JI «»^, t! ™ B j 

00 

i40 I FUH=PflNBEC=BLRMDDP=0THEMBC=R.PC=-O.3U-10-N W 

S a fWEG+W.T=POKSG + t1+C»0-.POKEO + B J SH=POKES + C*B J BC 

lS^S1S?n^THENPC S I:POKEPa),T: R ET, R H 



P CF'C > op(Q) : I ( pr , _, ' 

EC-PL PC= p E t : iRH '' Q=0 "° : Ir3 =^HEN80Rfi 

048 P<r P>=p , Q " " TOOW.CV 

RETURN °" C rcn =0THEN8080 

»J r, lf ,, 0T ,. ... -. . r .. T '«M«.0 RETURN 

=5C+GC*a-p u=0 u i , t! " : ' 4 - '- 



- ? ,: 



.. Pfim-m - Sf ' RETURN RETURH 

; IPSOHlTHENHr-SC ^ 

PRINT" *THE HIGHEST I? : m 
I PRINT "Kjould ynS | Tifr «J£ 

^ SS4 : W . 3Sge5:F0 ^ iTc59r 

». NEXT ' NEXrP0 ^^2^0KEV Vj 3 8 .. RErNPN 



5<^ 






CREATING 

The Inner workings of a software 
house 




Any software house is ultimately 
only as good as its programs so Vi- 
sions treat theirs with special care. 

The company aims to have six 
programmers employed when it gets 
into full swing, but like many other 
games companies, a lot of the ideas 
are sent in by freelance writers. 

These are tested and evaluated 
quickly. The accompanying informa- 



M TT M~ 




«—----Hi 



tion is read and the game cassette 
loaded on the required machine. 
Some games have an initial impact 
and the testers take to them straight 
away, others only become compul- 
sive when they have been played 
with for a while. 

Any that show promise are looked 
at by other members of the Visions' 
staff — four people usually test each 
game and give their comments, and 
they're all keen games players. 

As soon as it gets the go-ahead, 
the team start working on whether 
the game needs tidying up or if there 
are a few areas which need improve- 
ment. The programmer is contacted 
straight away and invited down for a 
chat — young programmers are 
asked to bring a parent. The sche- 
dule of the game is already being 
drawn up, with thought going into a 
possible release date, when adverts 
would need to be put into magazines 
and what sort of artwork will be used 
in presenting the cassette. 

On meeting the programmer, the 
suggested improvements are talked 
over and Visions try to discover if he 
is capable of doing these himself or 
whether he will need help from the 
programmers on staff. Does he need 
any additional equipment to make | 
the improvements, are there any 
books which might help. 

At the end of the meeting, he is 
offered a contract. The company 
pays 25% royalties but will also pay 
an advance if extra work is involved. 
Visions' designer asks an artist in 
to look at the game and work on 
some ideas for the cassette inlay. 

Presentation of the cassette is an 
important factor in how it sells so a 
great deal of thought goes into the 
name of the game, the images which 
appear on the cassette packaging 



t will be represented d 



and how 

If the formula is right, the 
pany can end up with a top-si 
cassette, finding its way irit 
15.000 homes. 



1 



Visions put great stress on the wayJ 
freelance programmer presents ha 
games cassette. 

The more information they hovel 
the quicker Visions' testing and pral 
duction team can go into action. I 
Professional presentation can lei. 
long before the games tester evsl 
loads the cassette. One obvious k j 
quirement is to make sure you in-j I 
elude your name and address and J 
phone number if you have one. I 
Explain what machine your gamJ 
works for. whether it needs memm* 
expansion, joysticks or any special 
cartridge to run. 

Give its title, a brief write up on 
what kind of game it is and a nuJ 
down on the key controls. Full kJ 
-tractions should be included. I 



Is H 






Code and what other machine* 
might it be possible to transfer tin 
game to? 

Have you sent the game anywhenl 
else and if so, is it on offer? | j 

Before the tape goes in the postl 1 
check that it loads, try it on rr.o» 
than one tape machine. Now it's tint! 
to include some personal detaiki 
Give your age if you're still at 
school, add a biography of your coal 
puter experience and (if you think ill 
will help) where the idea for the 
game came from. 

Your prize game may still not find 
way into the shops but now yoJ 
t given it every chance* 






•SC#£AMtNG )}/ 

"Ji^X^ FOUL UP '// 




Presentation on tl 



Simon Hunt talks colour and sound 



The tips on Atari presentation come 
courtesy of English Software. 

Simon Hunt is the programmer 
giving you the benefit of his know- 
ledge of the Atari machine. He is 
responsible for the jewel in English 
Software's collection, Diamonds, 

Diamonds is written in purely 
machine code, but Simon has repro- 
duced the title sequence in Basic 
and uses it to illustrate a number of 
techniques which you can adapt to 
your own programs. 



COLTEXT:d.niii 



SETMEM is ths actual value ol tl 
CHAH comiols t™Bput oMIm « » 



success or failure of any prog- 
ne usually depends upon its 

"POP". This stands for Presentation. 

Originality and Playability and I be- 




lieve Presentation is the most impor- 
tant consideration of the three. In 
this listing below I'll start by show- 
ing how the colours are set up be- 
tween lines 600 and 720. 

Register 708 is colour register 0; 
register 712 is Colour register 4. The 
values of any combination of hue 
and luminance can be .calculated by 
multiplying the hue value by 16 and 
adding the luminance level. This 
value is them poked directly into the 
colour register. So SETCOLOUR 
1,4,8, can be replaced by Poke 709, 
4-16+8 or Poke 709,72. 

Note that in Graphics mode col- 
our register 2 (location 710) defines 
the colour of the background, but in 
graphics modes 1 and 2, colour reg- 
ister 4 (location 712) defines the 
background colour. 

Since the title page uses modes 0, 
1 and 2 all at once, registers 2 and 4 
have been set to the same colour to 
keep the background uniform; regis- 
ters 0, 1 and 3 define the colours of 
the Text. 

Lines 1000 to 1 100 load in the char- 

The Atari's default character set is 
stored in IK of ROM starting at loca- 
n 57344. The register CHBAS (756) 
points to the first page of the charac- 
r set data, (a 'page' is used to 
describe 256 bytes of memory). At 
power-up PEEK (756) will return the 
value 224 since 224*256=57344. If we 
POKE CHBAS with a different page 
number (in multiples of four) the 
Atari will use the data in the follow- 
ing IK of memory to display the char- 
Now each character is displayed 
is an 8 x 8 grid. Each row of pixels is 
defined by one byte of data and 
where the bits are set to 1 in the byte, 
the corresponding pixel in the char- 
■ .r will be lit. 



So each character is defined bf 
eight bytes. The first byte is the to: 
row, the last byte is the bottom re 
The bit values are shown in fig 1 
to calculate the value of the byte 
add the bit values together. (A row 
with the end bits lit has the valm| 
128-1=129). These bytes 
arranged in the character set t 
as shown in figure 2. 

Programme lines 1060 to 1090 loadl 
the character set data into RAM 111 
below Ram top while line HOD acti-l 
votes the new character set. 

Lines 2000 to 2040 load the till. 
page data. 

The area of RAM used to store the 
data telling the Atari which charac- | 
ters to display on the screen, is locu- 
tion 1536 to 1755. This is part of pajs 
six (page six runs from 1536 to 1 79111 
The rest of page six will be usedt: 
store the display list. 

Page six is an area of RAM which I 
is not used by Basic or the operatin; 
system and so is free to be used bf 
the programmer. 

The display list is set up between 
3000 and 3090. 

It is a list of instructions which tell 
the Atari the types of graphics mod* 
lines to use for a screen, and when: I 
the screen data may be found io 
memory. 

When you execute a GRAPHICS 
command in Basic, an area at the top 
of RAM is cleared and used to a tore I 
the screen data, and a display list is I 
generated just below this area tojl 
define which mode lines to use in 
displaying the data. GRAPHICS 1 1 
produces a display list that defines! 
24 mode, lines. GBAPHICS 1 pro- 1 
duces a display list which defines 2d I 
mode 1 lines than 4 modes lines far 
the text window. 

By choosing the right instructions I 
we can write our own display list to j 
create whatever pattern of model 
lines we require, remembering that I 






I of t 



exceed 24 mode lines of 12 mode 2 1 
lines, or the equivalent. 

A 'SCAN' line is the name given to 
a line 1 pixel high. So a mode line j i 
is eight scan lines high; a mode i i 
line is 16 scan lines high. Thus the) 
maximum number of scan lines in el] 
display is 24*8 = 192. My Display lis! ] 
is structured as shown in figure 3. li 



ATARI 



J 



r-:.j>. y' lif^-il -24,23,38, 
, ' £« 28.35.8.23 



WB?S DOTS 252,238. 198.252,243,228.283.9 
3£889 WTO 124,233. 132.124.6, ^S.t^,*, 
38882 DSTH 125,68,24,24,24.24,24.8, 

* -196,198,138,196,238,124, 

■'. .<: f-:-,l&3. 183. 48,56,8, 



J CWWSCTBi SET DfiTfi 

;h e,*,8.w, 8 ,«.e,e,x 

.e.B,e.e,x 

g »riii!3j,'S;I;|;S je , x 

8 8,8,8.8,32- II 2,3.f,8, : : 

£32- 112-32,8, 32, l|L^,o," 

« .-. ll.,^,«, 

fl 34,n 9 ,34,e,32.n2,32. 9 ,x 



lines 3040 to 3060 load the display 
"data into page six and line 3090 
to start using this list. 
I M, address in the Atari's memory 
■Mined by-- ' 



l 









ad the second the t uu» 

byte (MSB). The address is 

'ated by multiplying the MSB 
and adding the LSB. 

first three bytes oi the display 

«• 24 scan lines to be skip- 
2? s the top border of the 

r- the next byte says to use a 



mode 2 line and that the next two 
bytes give the start address of the 
screen data. These bytes point to 
location 1536: (LSB) =6 (MSB) '256 
So the first 20 bytes of page six are 
displayed in mode 2 at the top of the 

The next byte says skip eight scan 
lines — this leaves a gap between 
the mode 2 lines. The next byte says 
use a made 2 line, so the second 20 
bytes ol page six are displayed on 
this line. 

The last three bytes of the display 



=£JP^EEK( RMITOP >-4 

vETnOlrfETC^'SK 
■" CHHR=8 ra 43:F0R 8VTE-8 T( 



1 1 ":nmts+GYTEA 

NEV' BV>E:R£«> i^Tl.^ 
;C ="KE |-HBfl&.':€TP 



CHBSS.SETP 

LOW DfiTfl IHT.j Pfi« 6 



- SET UP DISPLAV LIS 



list tell the Atari to jump to the be- 
ginning of the display list again. The 
first of these bytes is the jump cor 
mand; the other two bytes give tl 
start address of the Display List 

Lines 4000 to 4380 of the Ustit 
alter the colours of the text, an- 
gives a sparkling effect to the Di- 
amonds. The hue is changed by the 
nance level is kept the s( 
is achieved by adding 16 tc 
previous colour value lines 4310 and 
4360 make sure the value to 
POKED is within the range 0-2S 
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^ESPOZIAN 
AFFAIR """' 



adventure! 

set on a spacecraft 

soaring between star systems 

By Keith Campbell 
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SCIENTIFIC OFFICER RBDRRP THE 

STARGRTE 
■ D'Tfl 



> FRAMED IN YOUR MIND 



:: PRINT -PRINT- PRIM r" 
UTER ft, VIDEO GR11ES" PR INI " 

pphtt- FuRi=oT03eeci next 

CLS: PRINT "YOU F'LHY THE RULE OF- D'TRRN, 
:SHIP VESf'OXIRN. " 
■ f^lMT-YOUR ■PRIVKHrr ■ MISSION IS TCI OBLITERATE THE BLOODLINE 

ALL THE INFORMATION YOU NEED TO DO THIS: I?. fiVHH.KEL.EW I THIN THE GAME , 
4 PRINT PRINT- USE 1 HuRD ..Ik 2-MCH- ruMllAND ■• PRINT PRINT- GOOD L .jr h 

-00 NEXT 
i CLEHR500 

D I MLSK 1 4 > , L 1 *< 1 4 > ,E*(14), D*< 14), 0*< 1 
20 FORI =0TO14 PERDLS' 1 , . L 1 V [ ... , EW I > , D* 
EXT : FORI =13 TO 1 1 REAONB*< I > : NEXT ' 
50 PN=1 CT=0: JM=-1 rPV=6 CY=14S:FF=tiO0:CI^2;ATS="A THOUGHT 

-r=l PI=S>99;SF=1 
r.i.i MVS-" 1 FiCDROL IFF oocXhi ico it-tl..l 0,;i-- 1 MWFAR£'F-1TFJSRRIPR|-FaLSLE" 
—) WG*="PORSTRFuRRFTUF-' WHun. Hh',-?u..:Wn'IJLM;ii! [:■: .. ■ 

3 WD*="PSFHUPOBTNEHLRCV" 
wi:i WN*="GHUDEVP0LCRHASE3PF1i:ut<i:,1. rONDFrJCRRnRCOOvOOl OO2e03-0O4KEYROCDI3PILOGOEIJTflRO 

95 Qf>: 1 ::■=■' COMPUTER & 
IRE ADVENTURE" 

100 IFPN=5ANDPL=9THENRT=5EL.-:,F. [ F-PM ;'-, I HENRT=0 

101 rFP<7>*30R!:PMS;'=9RNDCi:fe.. ■ iiii>CF = (i 

102 IFPV=3RNDF\ , : ' >=53THENPC2>=4 

103 IFPN=2HNDO:: B )«-4flNDC<: 4 •■ ,5 (u id IE. 35300 : GO' 

194 CT=CT+1 XFtX 6 >=3HNDP<: 6 )=3THENI 6)*4 PF=PF+Z1 

"HI-TliL CONTAINER" 
"- 1 -- N-:-,l MH[,IUE = JE + 1 IP JE>£4THEN.JE=JE-25 : PV=PV- 
o PR I N I " VESROZ 1 HN I N " , NESi' PV > . " ORE IT": PLRY " L4i 
ZIF-IN PASSING ■' , NE*<PV>.PL.H-r l L4Ci4V31APr5AP75L 3R#' 
106 IFRT=»5THENPt9)»99 F- 10 .;*,$[-;. 'if: I F-FN^RRDRl =RTt 
10? IFCT>200THENCT=1 : CY=CY+1 

108 IFCD=PV THEHST=2 

109 I FST =2 1 HE. NO D*=- " ' jR EI T I H G " E L. SE ODS ■-■■- " BEAR I NG ON' 



DEO GRMES":QSv E >= "WELCOMES YOU TO' 1 : Q*>:. 3 >="THE SEVENTH EMP 



= "NEW FUEL LORDED" IDS'; 6 3 



110 

120 IFI 



HMIjl- 



I INTO THE ROCKS" 

■1 ViTHENOipr 3 :>= "SWITCH STRRTS PI 



FN- ;-0 RF H* 1 .:■ THEN I G ■■- I G -.- 1. E L3 E I G - 
.'THENGGSUB353O0 : GOT 060870 
H1_HUS(. 1 >="EVER GET THE FEELING . , " 
'■ 4 :■::: ^RNDPC 4 ■■■ :■ \ 1 RHPF'! 4 X •-fe61HENP( ' 



i by the 
a tyra 



il reg- 
headed by hereditary 
5. They alone control 
greenhouse effect' 
s, those rich in stel- 
ergy — energy espe- 
useful for interstellar 
And interstellar 

I Bloodline Scientists 

Have developed a theory 

|fa "greenhouse effect" 

■flanets are created by 

•olyps" — small organ- 

wms that are the nomads 

■space. The theory holds 

■* ; ' a new generation of 

5 form on a dead 

;t, their activity turns 

lover a period of time, 

"to a greenhouse effect 

pwt. The time scale for 

►is process is estimated 

The Bloodline Empire 

tave ^erefore chartered a 
&Ke exploration vessel, 
""- vespozian. skippered 
Si from the 



la Empin 






d in the Funus Sys- 




Vespozian is now return- 
ing at the end of its 
voyage. 

Nearing the end of its 
journey, Vespozian is low 
on fuel. Each change of 
course uses 100 pica roth 
of fuel, and Vespozian's 



»n» V v 



!apon, a laser 



Picaroth each 
fired. 

D'taan is uneasy. She 
convinced that there is 
Blood! 



COO 



Affai 



■'The 



To play 
enter 1-v 



Be a 



'WHAT NOW?" 
ind that to move 
:o a different location you 

'GO" followed by a direc- 



being folio 






SEVENTH EMPIRE 
AD VENTURE NOTES 

;pozian heading through the Funi 
around Gyrates, and there to docl 
e Stargate, also in orbit aound Gyrate 
, the Vespozian is between the orbit< 

Bulgen. 

iss/on 

he Stargate using the Vespozia 
n. As D'taan, you must do this covertly, 
in by the Bloodline spy Grakta, and wit 
*ielp from Captain Bezel. 



3. Game Description 

This follows the usual Adventure format, but break! 
this mode for control of the ship, and view of the na 
tional details. 



ign- 



3. 1 Navigational Details 

These are reported on a screen in the Navigation Room. 

The screen is not visible from "Adventure" mode, but a 

"LOOK AROUND" due mentions the screen "LOOK 

SCREEN" will display it. Details given are-— 

CLONE-YEAR ' ZONETIME 

CURRENT BEARING OR ORBIT OF VESPOZIAN 

ETA AT BEARING (IN ZONETIME) 

FUEL LEVEL (IN PICAROTH) 

LASER OPEARTIVE OR INOPERATIVE 

• Note that 1 clone-year = 200 Zonetime. 1 Zonetimes = 

1 player's command. 

At start, the fuel level is 600 picaroth. Picaroth is the 
energy unit, and usable as follows:— 
To change ship's course — lOOpR 
To freeze crew cryogenically — 10pR Clone-year 
To fire laser— lOOOpR 

3.2 Control of Vespozian 

Normally from Bridge, where LOOK AROUND clue says 
'Button marked Thought Control". Pressing button is 
impossible, as player is restrained by Machen, the pilot. 
A metal lined gangway near the door of the suit room 
"LOOK AROUND" a hidden bulkhead which 



n then be e 



3 player 



1 deduce 



I. \o 



will cause the current location and heading to be di 
ed, and a request for new destination. 

The reply is validated against known planets and 
and against the current fuel level. If OK, the c 
correction is applied and confirmed, and the fui 
creased by 100pR. 

As the ship passes each planet, between move 

"VESPOZIAN PASSING say ROTH" 



DRAGON CONTINUED 
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iae next 
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; 29THEHV»<. 1 1 ?-V« II >+0S»+ 
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< THEMOS^C-U^LSENEXT^OT^SeJ 
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IFLEN<EX»> > OTHE| 



»THENPRIHTV«0> 
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NEXT .-,<» m v IFH*<>""THEHPRINT"" 
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, :R3 »=- ; R4»= EX*" 
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,-,op.?a=" GET "THEN 1009 
ft»TSoSUE33Be0 1FJ-8THEHWO 
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5 GOTCK 



I 12008,130 l30 ' 14e " 3t -' S590B 
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EL.SEIM*iM 
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: hsvo you?" gratud Gi 



'"LABEL -POLYPS-" GOTO160 
'"LABEL -FUHUS-":GOTO100 
"LABEL -CONFIDENTIAL.-" :GQTO100 

"LABEL -BLOODLINE-" :GOTO100 

21THEN400Q0ELSEIFPNOltiTHEH40050E;L'..Llf-' . I . 
1' •=4THEHQS':^ .="ALREADY OPEN'" GOT ulMkiELSEIFP* 7 -=13THI 
; 4 E*< 18>=E*'. 10 >+"R" GOTO40020 

.CfUFFtK^10THEN400r.yLLSEIFC< l,X:;2THEN40uyOELSEIFP< 17 
3 G LIT 04 00 20 
21THEH40000ELSEIFPN<,-10THEN4005OEL3EIFC>; 1 ? X >4QRPv 17 X >55THEH400» 



t0000ELSEIFPH< 10 rHEH40Q59ELSEIFC< 1 7 X >4THEH40060ELSEC>: 3 
i .■ : GOTO40020 

■';-.THEN4OOO0ELSEIFPa 
tING THEN?" GOTO 100EI 
■7 > GOTO10BELSEC* 4 >=1 






K >551HEN ■ I Z THEMOS'.. .7 ■=' 

£ IFC. 4 > >2THEHQ*'. 2 >= " WEAR I NG " + LEFT*'. 0*' 
: Q%< K2 >=0*< K2 >+ " : WORN X U0T04002O 

=2 : 0*'-: K2 ,'=L EFTS'' 0*', K2 > . LENT 0*< t 



>33THEN40 



"■LioiH" pi m 



IFK2=19THEN4B030ELSEIFK2 : UMjPKii > 1STHEN4B000ELSEIFP'. 

NO COMPUTER TO TAKE IT" GOT 01 CO 
IFP< 10 :>=6RHDK2.' 11AN0K2 l ,' I HENG0SUB33 S00 GOTO60098 
CLS3:PRINT0*";K2:); " SPINS IN IT'S DRIVE . 
'-11 GOT 01 305C», 15100, 17.200, 15250, 15460 

SYSTEM-" -PR INT "STAR SYSTEM AD J AGENT "; PR I NT "TO FUNUS. HAS 3 I 
' PRINTHB*< 1 1 >; " - BALL OF FIRE" PRINTMES':. 9 > . " - IMHRBITED BY MINING' 
COLONY, HO FINDS" 
■l PRINTNB*<.8X" - REMOTE DEAD PLRNET" : GOTO 15500 

mm PRINT" -POLYPS-" : PR I NT "FREQUENT GALAXY IN MILLIONS" PR IMT "AROUND ENERGY-R: 
PLANETS . " PRINT "REGENERATE EVERY SO YEARS. "■ PR INT "ACTIVE POLYPS CRN TURN DERI 
p?IHT"PLANET INTO GREENHOUSE -EFFECT" ; PRINT"PLRNET , RICH IN STELLRR ENERGY" 
PRIHT M AFTEP SO YEARS . . " : GQTO13500 

PRIHT"-FUNUS SYSTEM-" :PRINT'*STRR WITH 7 PLRNETS. ": PRINT" IN ORDER FROM FUt 
>RINTNBS'.. 1 >; " - '.MOLTEN ROCK >" : PRINTMB« 2 > ; 
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GREENHOUSE EFFECT >" : PRINTNW * >i " - il^Jl^" m7 
15216 PRINTNW5).PRINTMB«*>J« - (ICY MOSTE>" :PRINTNOT<7 



CLUMP OF ROCK) 



OTolsSOe' „«..„, D , nr - - pb INT "BEARING TO DOCK WITH BLOODLINE" PRINT"STFlRG 

^OLYP" ^THEORY. PITY B, , ™-N^ t « FIT pRINT .. 9UB0 

if RID OF":PRINT"HIM - OHLV PILOT raOHTOI-=OOT015=|| , ; „ C0HTRUL ,,f EN ER 

!£E-dPends :« pi :" REBELO .. col01 ^ eu 

sis F ^i;^ p^oii^^ « o 

. ■' GOTO 100 
^ ;FPr;^T«mFPofwTH E N 6a 9« E L S E^2>-»HRCH E H, THE LI*«> 
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4 ri*. 2 p-"YflWN . ." GQTO100 
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="PFL" - GOTO4002BELSEIFC: L1 ■ - r-.HLM ' -J - ^ LI*- 1 - bl. , 





,= "FF' 

I FPU" 


riUT04Cl92l3 
3UTER POOR 

■ 


3THEMC 
OPENS; 
4THENC 

OFEiNS 


B>=~4iE«B>«"0T" :[>»<:2>=.»4*3* ,1 :Q*(,3.)="IHHER DOUP ' U.iv, 
; GOTO40020 

i=-3 : ESt. S )»"TF" :D*<£>="3*1*" est 3 >=" OUTER door clus 
:GOTO40B£0 




| 






f- J I St- 


'! " ,U 


0100 

lj. ,1U II".! 

PLEN<Y»>: IFY*«M1D«X*, I , LEN< Y* ' • l"HENJ=I I -LEW KS • 
55V30" ; FRINTHT* . PRINT RE 1 URN 

' in, .iWHVjtr' i;:i_Sb ( L..RY"OH 235R#V30" NEXT : RETURN 




-.:■:;-.■ 










• K.TO1Q0 




, 


'i: 






K ::' 


•1 MBER" GQTD100 

- . . : ■ i.GTLUhll© 

'■ !.'•. .iiri.ij.go 

- *M ' ■ '*' 3 ^"OLRNOEi RT GPFtKJR" GO 1 Oi i.ii ; i 

■ 't-flt ' ,i. v." rout riNE " .ct prin i ppihtstrin 




45&J.. 


,.„;; 


- l: - 


■ r pi 




INr. , t.ihe:.:m..:1/-pv ■+■<;:'.:. ■ Jt. ■ - ■ 00 ■ L.E-*. <:. [ ■<■! 11 :,< ... PY ■ 
'STR* i.R ,.■'„■' .. RIGHT S< STRS< CE ■ . LEW STRSK CE > >-l ? 
Hi:. ■■ .NfJIi' TV > IFPV==£THEHPH:lMTIFIEC!iii:."I|:LaODLINE STHRGHT 

. ' PP.. HP'.. Ill" PP INI "LOSER " , JFPF-:. lOOOTHEHPPiNTITlE'; 13 




45U-V 


PRINT 




■.iph 




F.O O-Mlll r.|;-i,;!" n;i,| i ..L.ll 1 PUL F'EPORT I HG" PLAY" 




'■»>:<■■ 

in;. I 
e:,'i .: 




:,l ,i 






-I- LMt.1.1 Ml II: J i Ml ■ 1 • 1 . II Ml.. I. LYFOPCH 1 Ml:., U 
I ! 'il'O.w . .-: III! .11 rri.J UP 1 /. M; 111 FUTTOM Otl U 
> 1 ■ P, I M..-1 1 , ' i . ,:: t . 0UP:,i:.;,| THE HOI I , OF THE V 

: I-L . .: . . if Hi | HE: IF:'.;' P., II lull FIND , OOMPUTt.P POOH . Ill 

■no ■ :.l . i tip ohppr.rh nion.,u skv., ie,3*13..ht v 

■ -'■ 1 ■ '■■ N- , " I-PINT-YOU |,| t III 1'.. ;. " i ■ 

P 00 ' I- NIP' 1 Di.l.. CORE TIL II Mil ■' PRINT FFi.OI.'.i. i I OH 




lor c i. ■ 






:. iM 


1 ■ IJI 1 


' O-'JOH" 1 i- Mi: "Wlinppp-, ii LIU f: :..;■::, LY OUT" PRINT" 
: 11H 1 Y" PRINT " ("HE Yt.:.:.l-U,:.IHH P F tPPEI ' II ' :l : 1 " PRINT " 




Ive. :.! 




m|I| ' i 


"v. 1 ' 




T" "' ■'■ IPHI V"h a'.Z III! ,■'.■"■ :.,: :m M " [ m:i"- '''^ '""' 





d<]« 




1 LET JE-JE + 1 3 1 


5iQ GO TO 4QS0 
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o to 4000 ' Mtr ' 1 G 
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GO TO 100 
'4 LET Q«<2>»"LRBEL -BLOODLINE 

BO TO 198 
30 IF K20K2 THEM GO TO 40O0 
51 IF Pl-K .-11 THEN GO TO 4B30 



ie:>-2 THEN LET 0»<B> 

CO TO 100 
IS, - = 4 THEN LET Q*' 2j 



LET E 



-"PL 



HEN GO TO 4098 

HEN 00 TO 4050 
rHEH 00 TO 409S 

5 THEN GO TO 4( 

-ien" go ro 4000 

HEN GO TO 4838 

HND PN-11 THEN 



GO TO 4820 

iU GO TO 4800 

WD PN-11 THEN 



LET E*< 11 '=E* 



i 1-1 TO 1000 NE> 



-1 TU 180 Nt;-J 1 CU 'iUi -' 

l m pn-1" let rj*< £,-=■■ vpwh 

■■■ GO TD 100 

S3* or. 1IJB 3315 PRINT I'* 
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!1S HE.;: I RETURN 



BEEP 3, 20: 
j&P .03,13 HE 



521 INK 7: PRINT . PRINT INK ■ 
'THINK i.rjNIKDL REPORTING": FOR 
=1 TO 559- NEXT I: CO ro 40 Hi) 
lae DFITR "IN THE CREUS QUARTER! 
"IN THE RESEARCH LHE f, IN 

JT SIDE TIC HULL. ' ."IN TIC CHPTfll 



FOR TREflCHLRRV flljfUNbl T 



SPECTRUM CONTINUED 






DIV RED 1 


A ! 




EOR GREEN 2 


B 




MOD YELLOW 3 


C 




OR BLUE 4 


D 




ERROR MAGENTA 5 


E 




LINE CYAN 6 


F 


OFF WHITE 7 


G I 


1 STEP flashing on 8 


" 1 


On the 


SPC flashing of 19 


.0 or later operating systems these ran 


using the shift + a function key (where the 




s the number in the 3rd cofumn above 


On 0.1 






KEY1 !!!A to give red: the remaining ks 








Please note however that, once typed i 




ines will display the keyword and not the 




ang as you do not edit any part of the lin 


e. If you 


me showing keywords then every key woi 




eplaeed by the colour again. 




For the strings in the text colour contro 


display 




first chai 


trmg. The string will then be displayed ir 


colour d 


is well as running. A spinoff is that the re 


mainder 






Jnd of the 


display line; this does not hav 


s any bee 



60lFPOGE<>6.E00THENPRGE-*t2< 

7eCHRIH"VESP02" 
80END 






US 



f -iei.f-^.-q - MNDU »> 



®IFPN!j-£RNf>C 



i 



< 3 >-- 4RNDC*< 4 >; 
OTO1S50 

9*C3)«« NEW FUE 



' rF ". !f ' ::T "- ::; 1THENGOT01 

-OEL' jf . t E ';.= „'- «",-"' --'-'THENGOTO 

' 8S ' p V*"PV5s+JH* ! CL 

159 1 FPVVar ■ftv-mruoT. 

W ^NMHI-n " r - rMf - N ■' .-.= r-PFJePFJs- 

RlNTTflEcu," '■ I'- m 'f4' J FnP;j;:;= ^T07 p 

IN": NEXT '■ FOP 'it* -Hi * '"' " VESp 0Z I 

-<LENCNB«, F D f; ;;: mi ° F :^NTTRE | 

■W\S- \-r , , , ■ , T *J ^ ' ■'■ ' : ■' f -'HPS( 

I coTorre " : next : gosub 

PRINTtS"? ;; ^ufi, 1 f ™>«-6T07 : 

g;FC0 ? -PV*THEN5TX- 2 

-'001Fi>.'J-,-.-iMNnr- - i ■ 

steiFp',,'-- ■■.,, Nr :;;,';: ,:p ■■"♦then 1600 

THENPV K: ;:f mp Hr.»4RH[>PK iz^ 93 
■ ^V^y" f >= 1 3 THENP«< 2 i- Se ■ Pz^- 

Krock-o. polyps v ^ish INTO t 

^^;V:,>Pz^ 13THENp:iU8>= ^ 



240IFP-;c i >=ph-;khd.:: PH-:=80RPH--:== i 
3 >flHO<:: p:;<:. 1 S >< >1 30RPJ;C 6 X > 13 >THEN 
iOLII 100 . - 1 5 . :3 . 1 00 0*< 3 >= " SWITCH 
STARTS MOTOR. DRILL" : RSC 4 >=" ENG 
AGES RHD SPRRVS DUST !" 

250 IFF--:'; lS>=13RHDP-;< 1 >=13RHD" 

< S >=13RHDC"v:, 6 >==2THEHP"-X 18>=88 : 

< S >= " FUEL COHTR I NER " : C m -X 6 >=3 : 
UNDO, -IS, 3.. lQe:Q*C3> = " SWITCH 
ARTS MOTOR. DRILL" :Q»<4>»" ENGRG 
ES RHD FILLS CONTAINER. " 

260IFPV; I? J=55THENCW 3 :>=3 
270IFC'-;<: 4 >>3AHD< PM*= lOPPN^gOR 

PH?;=70RPNM= 1 3 JTHEH I G';= I QZ+ 1 ELSE I 

G--i=0 

280IFICO0THENPKC 10>=PH:-. : IFIG-; 

=5THEHGOSUB1950 : GOSUB1S80 

290i fp'v:: i0:-'==pm:-:thehif-rhl«: 7>=3T 

HENQ9K 1 >='• EVER GET THE FEELING 

300IFp-:t 4 X >55RHPP;« 4 X >i 1AHDP 
<C 4 X >66THEHP ■■;-:. 4 >=8i3 : QSC 1 >=" STR 
HNGE FEELING . . "ELSEIFp:-.( 5 > 53 

RHLP-i'.. 5 >< > 1 1 HNDP--.-: 5 '■< >66THENP'^: '.. 
>=-88:Q*(i)=" STRANGE FEELING . . 

310IFC-K 3 :>=2RHDP*< 17 >< >55ANDP'i 
■; 17 X >66HHPP>;<: 17 X >59THENP-;C 17>= 
88;Q*<1>=" STRRNGE, SOMETHING SE 
EMS MISSING" :CX< 17?=3 

320 1 FP^: 1 >= 1 RNDPH:;-- 1 RHDK 1 %= 1 4 
THENGOSUB1350 : GOTO 1690 

330IFPNr:=iORPN'-;=6ORPN:-;==7ORPN:-;: 
10THEH1FRND'; 3 >=2THENp;;f 10 ?=PN:;EL 
SEp-:r 10>=88 

3401 FP^C 17 >=55AHDPN:;< >l 1 PN[.'FH'. 
; >10ANOC"^C 17 >>2THENGOSUB1950 : GOT 
H710 

3501 FC^C >=3RNDPH>.< >1ANDPN":< 
THENGOSUE 1 350 : GOTO 1720 

360FORi;;=lTOLENX ESt PH'; > ':> 

370 1 FH 1 D*( E*< FN;: ) , I X ., 1 >= " P " THE 
HEX*=EX*+" PORT." 

380IFNID*CE*tPN-:X IK, 1 >="S"THE 
NEX*=EX*+" S ' BOARD. " 

390IFMID»< E*< PN": >, ISi, 1 >="F"THE 

mex*=ex$+" for'd. " 

400ifnid*': l*«- fn'-. >., h-., 1 >="a"the 
nex*»em»+" rft." 

410Ifmid*<:e*cpn:-::), ix, 1 >="U"the 
nexs=exs+" up. " 

420ifmid*<:e*<pn-<>, i';,i >= m d"the 

HEX*=EX*+" DOWN. " 

430 1 FM I D*C E*C PN": > , I % , 1 >= " " 1 
NEX*=EX*+" OUT." 

440NEXT 

450 1 1 '.=0 = V*C 1 1 X >= " V 1 3 1 ELE : 
FORI^=0TO1S: IFF'';'; V'. >=PH;iTHENOS*= 
0**; i:-: >ELSEHEXT : GOTO480 

460IFLEHiC V»< I VK > >+LENC 03* X33T 
HENVSC 1 1^ >=V*C I IK >+0S*+" . " : OS 
" ELSE 1 1 K= 1 1 :■:+■ 1 : GOTO460 



BBC CONTI 

■]<]<| 470NEXT 

480CLS: PRINT" I RM";L*<PN-: 
*< PN* >' ' : IFLEN< EX* »0THEH PRINT 
WAYS: M iEX»' 
490 I FLEW V*< s > >9THENPR 1 NTVSC 9 | 

500FORI^=1TO8 : IFV»< l>. ><>" "THEN 
PRIHTV*':; VS.Y 

S20PRINT' " ====== >YOU SRID ' 

I' :FCiRi:'.= lT04; IFQ»<I5(X>""THENPR \ 



IIP. 



c w.y 



538NEXT 

540PRINT'" ========>WHRT NOW"; 

■n=,eFL'i=PH>i : FORr-;=0TO4 = vs< i:-; >=" 

G3K I^>»"»;HEXT.Hl»- M ":R2»-"":fl 

:;«='■" :R4*="":EXS="" . INPUTR* 

560IFLEN< RS K3THEH1740ELSER2S= 

. eft*';:r*.,3/ 

' 570IFR£*="INV"THENGOTO710ELSE1 

i FR2* = "UR1 " rHEHGOTO740ELSElFfi2*=" 

QUI"THEN760ELSEIFR2*-"HEL"THEN76 

0ELSEIFfl2*="SLE"THEH1310 

580 J-;=0 F CJR I •>:=* 1 TOLENC R* > : I FM ID 
( RS , US , 1 )-" "THENJSt-IJS : Us-LENC R 

S90NEXT: IFJT^=0THENGOTO1850ELSE 
ll*=LEFTS':. R* . JX-1 > ■ H3S=RIGHT*'.: R$ j 
LEHf. R* )-JX > : R4*=LEFTSC R3V 3 > 

600IFR1*="GO"ORR2S="GET"THEN66 

6 1 0X*=(4V* : Y*=R2* ; GOSUB I 91 ; I FJ 
.,cnHFH0*<:2>=" I DON'T KNOW HOW 
"+H1* : GOTO90ELSEK1 :■:='. J':-l V3+ 

620XS=WH* : Y*=R4* : G0SUB1910 
630IFJ^=yTHENi;j*':2)=" HHRT IS R 
■+R3»+"?" GOTO90 
640K25S*<J5'.-1 V3 

6500H K 1 v. GOT0670 , 699 . r7Q , 790 , 
790 . 930 , 95Q , 360 , 970 , 980 , 1 000 ,101 
0,770, 1160, 150© 

660XS=WG* : Y«=R4* ; G0SUE1310 : IFJ 
;=9THEN1750ELSEX*=E*<: PHX ~> ; Y*=MID 
*( WDS . < -J'i- 1 )/3+ 1 , 1 > ■ GOSUE 1 910 : IF 
■^=0THEM I , : "50El SEPH--.-VRL' HID*C D*< 
■N-i > . C JX-1 >*2+l ,2 > > : GOTO 1760 

670 IFK2-:= 19THEN 1 770ELSE IFK2"; > 1 

8THEM1740ELSEIFP';<K2-:>=55THEN178 

0EL SEIFPV K2* >< :>PH:-CTHEN1790ELSEI 

-. ><-lTHEN1740ELSEIFC-?:K2>-> 

= -lTHEHI80OELSEIFp-:( 9 >=PN«THENie 

680 1 Ft K25S»70R< K25C-6RNDC5s< 6 >-3 ? 
>flH0P«<8K>55THEH0«<2>" TOO HO 
T TO HRHDLE ! " ■ GOTO90ELSEIFIN«>3 
THEHU*(2>=" I'M OVERLORDED RLRER 

PY i ■■ :goto90elsein;i=ik-:+i :p;«k.2« 

i=^5: GOTO 1760 
fi90IFK2^>13THEN1819ELSEIFP>.<K2 
-. >< .>5gTHEN1810ELSEIFK2"<;=lRND<: ~'*' 



_ v ?i? 1Fx ^-8THEN<»<2>-.. i ftf1 C J 

K H ? ! -S™ HG ! ■ ! "T098i.3J| 
9TO18 WCnRRV ING= " :J*-1:F0rP 

NGX1 GOTO90 

r%*13 IF8T*. 1T HENjJ 

.•50GOTO1760 
RHD"°o* ■?■::: flLWnVS L0 ^ WOUND 
-EPT LIFT WRIT . . G0T ^ E W 

-IT WH:, ::.TILL THERE ." Q * C2 1 

WOW HI ":L1*. ioWiX'trov 
g RND HIDDEN BULKHEAD" 1 G0T03 I 

,jf^ F ^ =3R ^ E *^-"S" THEME* J I 

1:;E1FPNV= 6T he N ,;,^I 

H^TO90 SE C ' aTFI I£ ° M THE SCREEN" I 

.3^H-PN-^2THt:HIFL.-.jt0>=- 3THENM l 

H ™. D00R CLOSED" : GOTOI760ELiEIF I 
pOI"^=I9THEH1770ELSEIFK;?-=, 1 

F-» ■• -«^ -' N ^' ; I 

• HOLLOW CYLINDR.LH, CUTTeJ"^ 1 
ITCH":^09r SlriVE ^ S ^*s W | 

CONTROL -V G 0T?4 " RIRL0CK I 

J IFP- 4 ?^- '"■ , lr: " R -"■ ^THEH850ELSE I 

I IFF ... . h._ ,. , -55THEN1S10ELSE riHl - I 

i e50IFK2-. = -OHNDPH-,.l4rHEHN*, . ,- I 

[ 01 ^ KSSTRflNGELYLU ^ ! ?ot| 

L^60IFK2-^24RNr^PMv„ iHeu:j , ; ,, 1 



I HlJOl.'S 



IOTHIHG SPEC I HI. 
LABEL -VUSES-" : GOTO 

LABEL -POLYPS " : GOT 

LABEL -FUNUS-" : GOTO 
LABEL -CONFIDENTIAL 
LHBEL BLOODLINE-" : 



| 310Q*< 2 

GQTO90 
I 920O*C£> = 
■TO90 
93CJIFk ":'■;< >21 rHEHlF40ELSEIFPHX< 

ilBTHEN 1730ELSE: I FC?i< 17 >=2THENQ*< 
L OCKED ' " : GOT 090 : ELSE I PC* 
7>=4THEHQ1*2>==" ALREADY OPEN ! 
I- fiJlO^JLL^EIF-p-.v 7>=H3THEHt5^Q 

■- > S 4:E5< La ■£*' L0>H !■ " 
1TO1760 



J If... DfcHD PLANET" Gain ■ 



IMF ]'■:. 



- tab-.: 



■'" J "TAEK4 .,' |F at. ■■ ■ !'' !i 

INHABITED, | m; , . "I'' 1 

REENHOUOf" etf-h r - • ' ,- ' '" 
^PPINT"' - /" NHAP ^r' f,m:EE '" 4 ' I 
WRoTE > "' ' TRBf 4 ■inp*,- ■-, . <" J C i 

OF ROCK J": GOTO I 140 ' " " C UJMF 

N GYRATES 0RBIT fl ^ 4 ; flE r.I RRWTK < ' 



- D ' TAAN ' S " ' 
"• CONFIRM POl ■ 

' BLOODLINE W 



i RiJ 



CLOD to 

TABC3.V E L r, I 



ON ACCOMPLISHED - r J "?-* " mss * 
'*>" EXPERIMENT; 
THEORY. PIT^ 
BENEFIT I" 

ilI0PRINT'TRK2V 
HOT OP THIS nppu , 
I UDLINE SPY MRr-Mi-M ,. ■ 
illBITHEN-L?^^' v^^I 

Jot aboard I":S7mu B THE onlv P|l 

1 1 iepp r nt r«p,- i -> ■ " .. 
3 SYSTEM r.pN" " 1fl «"RTE IN FIJNU 

E LIZARD P™OTu*^/:' nH - HL7N ' rf * 
' i^0PRINT'TA B C4y HEADING., CRVn |W> 



3<J< 



. IFZ*= 



LRSER, END 
120@*FX2I,0 

1219Z*=IHKEi^- lw 
122BELSEIFZ»*"C"THENl2e0ELSEIF-i* 
= "L"THEH1230EL3EIFZ*= ,, E"THEHl f -bO 

E SS! 0: GOSUB1930 = PftINT« CURRE 

HTLY ":0D*;": " ; HB*< CD?: V = IMPU T" 

HEW DESTINATION--^ "RA$:RA*-" 
"+flA« : FORIW-0TO1 1 : IFAA*-N8« I-S >T 

^230NEXT: IFJ*-0THENPRINT' " "jfW 
»■■■ HOT OH THE DATABASE" :TIME=0: 
REPEAT UNTIL TIME>200^OTO1T80 

124OIF.TK-C[>::THEtUHJ0EU!.EIFJ«4^Pv 
CTHOWMSS-IELSEJIW- 1 

12503T';=1 : JE*-0 : CD**JK : FF - :=F ^;"" 
160 ^OUNDO, -15. 1.10- PRINT' "COUR 
SE CORRECTION APPLIED"''" NEW BE 
R(?I MG " ; HE*'-! COX >" " FUEL : J PF ■* 
; « MCAROTH" : G0SUB1940 : IFPFK< 1TH 

EN1610ELSE1180 

1 26SG0SUB 1 939 : PR I HT ■ TREC 1 1 ,' " CR 

YOGEN I f: CONTROL " ' '' TABC 3 >" ENERGY 
Tn FREEZE CREW - 10 PR-'CY 1 " : IMP 
NT" HOW MANY CLONE- YERRS FREEZE" 



i-r r F 



./AL< AA* ;>*10>PF:-.THEHSOUHD0 
,i 5 2,S:PRIKT'TflB<ll>" FUEL DEF 
, ciENCY " ■' ' TAB< 1 > " I NTERLOCK OVE 
fRIDE"' ■TABO)" * OPERATION HBO 

.■■ T f D *■ ' GO bi J E 1. : : i 4 GO T 1 . 1 30 
\ --■•-:■ npF":=PF5s i8#VAL( RR* > ; CYJ««CY>i I 

vVAL/ BR* -> : PR 1 NT ■' T ABC 1 5 > " STAND 
BY" 3031 IB 1340 : GOSUB1330 : PH^=14 : G 
*r?>*" YAWN . ! " :EHVEL0PE£., 1,2 

*;tn.O,l,1.6,l^.-~1.0^7,12S.,136 

' 1290GOSL1E1:" 1 '-■>'-' PRJNTTAB'. 13>" LAS 

1300INPUT'TAB<4>" TARGET ====== 

, .. flR<: IFH R»=»STHRGATE"THEH1320E 
L3EAR*=" "+RFI* : JX-Q : FORI*/.==0TO1 1 : 
IFNB« I": >«AA*THENJX=I'-i : V-. = l 1 : HEX 
T ELSE NEXT 

1 3 1 I F T-;=0THEHFR I NT ■ .; HA* .; N 

OT OH DATABASE" :GO8UB194e:C0TOll 

1320PRINT'" TARGETED OH " .; RR* ; T 
I ME=« '■ REPEAT UHT I L T I ME >500 : I FPF 
V .' 1 000THENPR I HT " T ABC 1 2 ) " FUEL DE 
F If TENITY"ELSEIF JV.< >PV*ANDC AA«=" S 
Tfipr ATE"HH['I'VV 2 ' rHEHPRINT' TAB< 
-I -■■'." n\n r«F PHHGE" ELSE 1340 

] -.-g^Til IHC'O 15 ,2,5: PRINT' TAIK 1 1 

,- "'rriHPllTFR OVERRIDE'" 'TAB<8>" 
* OPERATION RBORTED *" : G0SUB1949 

1340GOSUB1350 : FOR I"'.=0TO 1000 : HEX 

[ on ■ -,i l fj ]. '? ':iu t R: i " . --'J f OlOBO-HEXT :G 



.' ':' u F ; ; * ; 5fl r ' lf: - L " ■ ; :f ->TO i 00s : next : 1 ff 
■;^THP,,A rE .. THEHlfe£0eLsEi6 ^ 

rN" - T LVm J '' P ? r, " 1THEN1460EI -a 

1 ;!t"OGO3IJBI930 

| ' SOUN00 ' -13,2, S: GOSUB1340 : GOTO 

13?5PRINT'TABO0>" m Fl IOMT 1 
SPOZIRH" : GO8UB23B80 : FQPWv-™ 

I Nl : NEXT : G OSUB 1340: P?;<- F, >= ■? . r,* f 
>="2*":GOTO90 

138 0IFLEFT*u-iA* J l).»E"THEN17PB 

t400NEXT.IFJ%-0THENPRINT- 
J;^NOT OH DATABASE" ;G o£b,*4#1 

14101 Fj::< >PV?;THENPRI NT ■ hr* 

^ NUT IN ".;hAS.;" ORBIT" "TFfflCfl 

* OPERATION ABORTED * "ROUND 
'■'-15 j 2.5:i;,osijb.|;940.go Ti - I i 
,^^IF'J'-<>3THEHPRIHT"" 

F ™ "Ir^r* '""" Ni:ir SUITAEL 

Ok ::.HU1 TLL LPINOIHG' 
ERA! ION OBUR1ED .- 



: GOTO 



IN!.:'- 



'RINT--TRBC 



' ,MM r r u.i- | 
[NTTABC! 
' - RR* ■ HE I 
SUB 1940: 

ri-EN I 



IFPH^=2RNDC I 
»<2>»"0T":M 
•fNER DOOR I 
)OOR OPEN: 



Is*"* 



Takefliq 
wittiPoste 



nother devastating new game from the fabulous Postern range. 




R" 



1 mT 


Spectrum Vic 2D CO 
E5J?5 £5.95 


&5.9S £6,95 /jBk\ 


1 Rre Hawks 




/l\ 


Snake Ptt 


a a 


□ n / m 


Shodawfax 


n a 


□ □ • l 


I 9 * 


a a 


a a \ [ / 


*"r m 


. a to „ g _ 


r . TO \*/ 












POSTERN 








1 POSI TO Po 


,04S16)M*W 


■ 

i l t;l 37745 



1518QK2: " r'H HOT TIRED ! " • GO 

TO90 

l520PflTFH1ODIN THE CREW'S QUHRTE 
Ps n«ir:. LINED WITH EUHK3 ., DSB., 7 

*1*14,UIHEIN THE RESEARCH '- 




l 73«FORK5!=29T021:PRIHTTRBC6,K5i> 

IrwiR*<i4lv vui.f: hdvehiure is '■''■■■'> 
tP GRrVE" ** l" lF f*^*' 1 " ' ™ fc 
H CLEAR: PUN F-.L-.L ' I-', EMU 
j 740QSK 2 >» " I MP08S I BLE ! " : GOTO j 

' • -.-.-n .*■.;;.>=" t CAN'T GO "+R3* = GC 

. '. : . .,,■■-■.=," OK" G0T090 
i ! - 7 on *. ■? t= " RE F E R EHCE P I SK BY I 
-■'■' NMMBEP" GOTO30 
i;W-'*< 2)=" I'M ALREADY CARRY IN 

T ° 9 I DON'T 3EE IT HERE 

I CAN'T - YET I" :GO 

I'M HOT CARRYING IT 

' YOU MUST BE JOKING 

> OK - NOTHING HAPPEN 

" cflP'N WINKS TO ME R 
GLANCES AT GPRK 

" HUH ?" :G0T098 
IsSBCLS: PRINT"" CLONE YEAR: "; 
,.,.,. -ONETIME: "jCTK" i 

( % ;,; ( ^CC-.-.:irST^lTHENPR 
' ' ETR ' : " ., T ABC 1 7 5CT«+RS8< CD*- 
' P '"iSpRINV " NEAREST BODY: "jTAB 



i » . GOTO90 

! » ; GQTQ90 

8":GOTO90 
J840Q*<2>= 

|. )D " ;Q»<3>»' 

| Tfl" : GOTO90 
185fjQ*C2 



xeeePBiNT?" p^ L ST wcflTE- ' 

?00THEHPR INTT *-?! E ^ ■■.; :IFPf;. : :- , 

ISSOSOUNPt .-^s ; '-"; NATIVE " 

STRING*. :>, .. „'^ b0: PRINT'. I 

1, :^" t ^'"MIN/V^J- THIMf C 

HERE JRN = REM **PLASHING SCREEN 

l-.-^ft-IT PfrnVM NE;:T p ETURN H 

HT : RETURN ' ** l * 1 W» NEKT : PR? 
( '"j ".acr r-ji-. t . . _ ._ 



S: GOSUB19B0: N 



_,^30PORI^b0TO10ti - 

EXT : RETURN ^ ' LLis : G °SUB 1 980 : 

** IFLEFli ^c f ' m * K ' " = InVuth 

|LSEl, LEf : T *; ^- '^"THEn^^ 

I ^?eGOTOl?&0* J M "THENPN^i6 

f3«00EHVELOPEl 1 n . „ 



400/800. CONVERTED BY SIMON GOODWIN 



>j -Efi '..'E-iPLeiHH WFFHIR - i::' 
28 REH Author p. Norr , s 
18 REPI fitar i convers i on by S . boodw . n 
lEREftD Nl,N2,N3,N4,N5,N6,G!2fl,l';-'P:fiPEN # 

33 QihIh l,i, 3. 4,5,6, 65,96 
I 35 SRBPHICS N:PC*£ B2,N: POSITION 3.N: 

Bin "j? s? :? -vou pia 

u the p ar t of D ' T i»i . So i ent- i f i c " 
m ! "Officer aboard the Bloodline Stars 
.n. your <privat*;. mission 
™" — dline gtar^ate ^-■»- 



" of:-; 



"Mil 



59 FIXE , r 5£,Nl:? : ? :T ."Good luck, Q'Ta 
. !":? :LQ=132 
I 55 Oin r f. 1S>,MI :-: ' . HU+'. 48 > , \*'d%'. 48 ) .HD»< 1 

■ ■ ' K 488 >.L1 *( 480 > , E*< 66 > - »■: 1 26 > . UN*'. 8 

_...$< 4:3 >,NB*< 163),0S*<£2>.U*<288) 
I 57 Din 0OKiej.Slt<32>,0«;LC!-<,Sr'*' iV ■■.£■". 
1 t- ■:.- ..Ni'. ■:;■ ,,Hl:K12.',HZ*<N3>,fi3«32>.H4* 

(N3 ),:■*■ SI •.,V*(N3),Z*<H1 .'-fJXSC 120.' 
, 5S Lf > ri i ;■= " " : L*< 480 >=■ ■ : L*( M2 .'=L* : LI $- 

I .f : ff*=.-i : D«=i *: 1 *=L»: te*=L*:SPS=L*: LL=32 

: LHB= 1 4 : l u=22 : LE=t44 : LD=8 
; e8 HU*="TOKL» IttLOCOOHEBRE 

t=LS:Din nB«LHB> 

1 H6»="P0RSTflF0PflFTLP OOHOUTBUMSHUNOREB 

a-t*i,Lr»"iocHfiuES" 

2 WW=-PSFHUOOeTNEHLRCy" 

i j3 mt= 'jHUOEUFt^CftHftSeSPBCOHCVLTQieEZM 
««C8e5aaiB82e83ee4«(EVROCO ISPI LDOOBUTRBO 



W4>SglJSfe{f r 1 * , * B " S1*:NBS( I«4-13,J 



2^irl HTbaeMUf 



k^AfSSS 6 ^^^^^ 



j m*«itKi,LJMEIi WIT 
JEOfiCML ftR 



QffmHpnMr 



s _0R6IN,,0C,6t3« I 



wioiut IMt HI 
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USAGES FfifUniO WSES,VUSES NFJ* 
90 DRTH VUSEb 
iaa ? ,« pres* any key -:6ET iWl.J-? 

>"fpO<E Tt.,', -'TO 1608 

ieae if Si«sgj86>-" ■ then se-as-nnsi* 

=bl*u.Nl,Sb):eOTO 1006 

10 L8 RETURN „ . 

Liaa se=LNB:31*=HB«S62*LHB«l^S6ZaJ»H. 
NB X 80SUB 1066= RETURN ^^ 

'4,160J="5EUENTH ETPIRE" __ , 

1890 IF PM=N5 IW PL=3 THEN RT=*5=6OT0 1 

1318 IF PHON5 THEN RT=H 
1300 SF=N:1F P<7)=3 OR <P<N6>=3 AND C<N6 
^ •-, THEN SF=W1 
^00 IF PU=*I3 AND P<N2>=99 THEN FKN2>=*4 

2330 CT=CT+Nl:IF STON1 THEM 2400 
2310 JE=JE+WliIF JE<2S THEM 2400 
2320 JE=JE-25:PU=FV*-Jl:? ">■ ,„,.,_ 

^.''"'"''''feiPOZIfiM PHSSIWB ->MB»<PU«-H&m 
UP'J*LNE+LME> 
»3ae 60SUB 18906 
2400 IF RT=N5 THEN K9>=99:P< 19>=H6:60T0 

TlF PH=M5 HMD RT=N THEN FK9M«:P<ie 
2500 IF CT>200 THEN CT=NUCS>=CV+M1 
2660 IF CD=F-U THEN ST=N2 

I i="B£ARIN6 ON*: IF ST=M2 THEN OD*= 
"OReiTINS" 

2900 IF PH=9 HMD C<N4X>N4 THEN 22190 
See if_PM=N2 AND PN=H4 HMD P< 12J=3S THE 

3300 IF KH2>»13 THEN P< N2 )=B8! PI^V= ?*< 
q™2e>=-P0LWS UANISH INTO THE ROCKS' 
3100 IF CY>PI+19 THEN PU8>=13:PI=CV 
32ee IF P<N1>=PN AMD <PN=S6 OR PH=13> ON 
KR13K>13 OR P"-^^ 
3210 60TQ 3300 
3220 «t< 97,1. '.: 
IU-"5 8*<129»160>= EMSflGES AND SPRHVS DUS 

3300 IF K13>=13 AND P<M1 >=13 AND P(N6> 
l- HM! L'.* -N2 THEN 3328 

3318 GOTO 3468 

J320 F' 1- - - -*LO*L0)=-FyE 

: - : C< H6 )=N3: B*: 97, 128 )="SHITCH 

3330 0*029,168 ^'ENGAGES AND FILLS CONT 

q'lHtK" 

- P<17>=55 THEN CCN3>=N3 

= C<N4»N3 AND <PM=N1 OR PN=H6 OR 

Sfi^F OR F+£l0> THEN IG=ISH*l'60TO 3698 

3630 IF IF>N THEN Pa0)=PM:IF I6=N5 THEN 
3700 IF P(i0>=PN TH^IFINTmC<N»7>=H 

3.then g*<33,g4>"euer 6et the feeling.. 
**" i^f^x^Ihenf 



ns* 



D 4109 
5S30 Q*< 33,64 >=-STRflN6E FEELIN6 ■ 

:^ ll s^« l F-^ 

4110 KOTO 4300 

33J»>=-STMNBE. SOTETH 

THF 



^1f^™^"^-™^-^ 

M.MM'gSE g&e" «NB PNONZ TH 
CMC EX#r -FOR I=Hl TO LE:S&=fl*LE-:-I 
& PURT ? 86-W>=-P" THEN E*TlEn7ex* 



J»™ ir LW ib,S6 

ni >=»s ■eoflRo. " 

5180 IF E*<36,SG 



5400 IF E*<36 
ND="B0HN. » 
5560 IF EiKSG 



THEN EX*CLEM(EXf > 
THEN EXWLEWEXSH 
-S6>="h" THEN EXtfLEMCEX*;*. 
■S6>=-U" THEN EX*LENCEX*H 
■S6)=»D- THEN EXttLENCEXSH 
.SG)='D" THEN EXS<LENCEX*H 



5600 NEXT I 

5710 GOTO 6900 

5810 IF LEhKSl*>H_EN<0S*X29 THEN 5858 

*M il*. LEW. SI* ..+N1 >=OS»:Sl«LEN(Sl«>tl* 
1 ..'=". "H^II*LL+«l,Ii*LL +L L^fJ li,1 * > * H 
b0W« NEXT I = Sl*C«PN»LL4Nl^SLL4ij.j 

ff65,? ■>! Hfl VS1W? L1«PN*LL+NI.PN*LL 



6010 IF 1 






THEN ? "EXITS: "iEXf: 



SP* THEN -: ._ 
S^e NE;;t I -"-™,i*u_-*u_, 

64» s | =IF H*<>"» THEN ? ■ — >VOU SAID 

S900 IF LEN(H$XN3 THEN 194«t 

6918 A2*=fl*Nl,N3^ 

^000 IF R2*=-INU- THEN 8988 

7*10 IF M2*='HBI- THEN 9380 

J®* If h2*="QUT" THEN 3698 

7838 IF H2*=-HEL" THeS lew 

?646 IF fl2S^-SLE- THEN 18488 

7^8 NEXT IiIF J=N THEN 20580 
.218 Hl»4«Hl J . ) -Nl> t H3t*B > C.)«H|) 



HH 













ssip^ii^ 1 



E«Ss*jps5 






^i| 8 04(2lSl#=-I Ml CARRYING: ':FOR I=N 

9808 IF PC I >=55 THEN 9859 

hmIH NEXT I : t*f=LhHC Q* >! IF SfrtLC THEN Q$< 

Jti-'-t! L-idTu 1888 

9859 OS*=C*< IM_0+N 1 , IM_0+tO ): S6=L0 

9678 If LB+:S1*HLEN<DS*K23 THEN 3196 

^'■■roTolSef x;E Tt * H s 1 * 1 - * 81 *^ 1 
^r^^li^^^i^nF j 

9035 51t="":eOT0 9879 

9188 SI«L£NCS1*>+N1)=0S*:S1«LEHCS1*>+N 

1)=''. ":Q«J*LL-Wl.J*LL+U.>=Sl*:eOT0 981 

9369 CT=CT+15:IF ST=N1 THEN JE^JE+15 

S4v»i .V.Tu i*** 

J>V>fi i.Jt'.'iM,62B>="fiU#IVS LOOK HROUND *I1 

:Q*U29,168>="LIKE INSERT, LIFT* MBIT... 

>.t>J linjTO 1399 

3S98 IF K202B OR FtK>14 THEM 19499 

f?lf KC^gfll 'FOR I=N TO 1 

9999 NEXT I: SOTO 1888 

18198 IF K2<>23 THEN 19488 

10118 IF PN=7 THEN ftKQ2B,(EB>-I SEE BU 

TTCW nfifiKED-sQ* 97.128 )="-THIKX CONTO3L^ 



10130 60TG 19288 

19149 S1«=L1«18*LL+M1,19*LL-H_L):S6=32 

^Soll S1*.I-£N-M1 =" ■ (HEN S6=S6-N1 

:^l*=Sl* 1 Ni.S8>:60TO 18158 

18169 S1*<LEM< SI »>++»>=* fiHD HIDDEN BULK 

HE«"!Llttl8*U-+N1.18»J_-H-L>^51*:60TQ 18 

l6 i?*L IF PN =S ***> E« 37,38 3="S " THEN E* 
< 38,38>=-C-:P<N3^!e*a£fi.e2B >='»«! "" 

18210 IF PN=N6 THEH 0*SI2«.B2B>=- COURSE 
DfiTfl ON SCREEN": SOTO 1888 
10308 IF PNOH2 THEN 18499 

!HEN Bft:37,128>= 
!^K129,160)="OUTER DOC 



DINNER 

ED":SOTO* 

10320 IF CCN^-N4 THEN 0*; 97. 128 >=" INNER 

18489 IF K2=19 THEN 19786 
10418 IF K20N1 THEN 18598 
18426 IF PtNlX>55 AMD P<N1X>PN THEN 19 



T Q*<Q2fl,028J='SI6N -AIRLOCK CONTROL---!!) 

met IF K2<17 NND K2>11 THEN IF KfC2X> 
198 
.0610 IF K2<17 FIND K2>11 THEN ON K2-11 S 
OTO 11106,11288,11389,11490,11500 
10700 IF K2=20 HND PN=14 THEN 0*97, 128 > 
="LOOKS STRflNGELV LURRY. . . -:60T0 19686 
16800 IF K2=34 AND P»=H6 THEN 29798 
19990 G*:97,128>=-N0THIN6 SPECIftL":60T0 

11188 Q«Q2fl,Q2B)="LflBEL -VUSES--:6OT0 1 

I jr^ '"'*' '52C • W^E J="LHeEL -POLYPS-" : SOTO 

iiaae i.jji.i;!2H,eeB>=-LHBEL -funus-vsoto i 



LABEL -CONFIDENTIAL-' 



"LHBEL -BLOODLINE-": GO 



1400 .>J'.Qifl,Cf2B. 
= 6010 1900 

!'':^""iF K2021 THEH 19488 

nr30 b "F°L-ar>=+l4 THEN 0*<Q2H.Q2B)="flLRE 

HDV OPEN!": GOTO 1600 

11746 IF P<7>=10 THEN 22988 

M^WM"* THEHE " 

11818 E*l44,44)="R":60T0 19680 
12900 IF K2<>21 THEM 19408 
12010 IF PN018 THEN 19908 
12020 IF C;i7>>N2 THEN 20388 
12038 IF P<17X>35 THEN 28890 
12*48 CM.' =N3:i*)T0 19688 
12208 IF K2<>21 THEN 19488 
:■ i n IF PKK > 10 THEN 19988 
1J220 IF Sl7X>38 OR P<17X>55 THEN 286 

'%2& C. 17>=N2:60T0 19688 
,24** IF ^ VI THEN 19488 
: ,:4L0 Ir PNO10 THEN 19988 

12420 IF CC17XM+4 THEH 28888 

;2430 (;■ l7 ,=N3:E«44,44>=' - = 60™ 19688 
12688 IF K2<>N4 AND K2<>H5 THEN 19480 
12610 IF Pt.K2X>55 THEN 28188 m 



THT- ,, 
1?F7* IF «N4>>«2 THEH S1S="HEHRIN6 " = S1 



4».CXH4>*U>H. 



'■ 



.32^1 : 



12640 C<N4:-=K2:0^K2*L0+L0-H6,K2»LCFK-0>= 

I^gJSSJW .«»>««•!•«• 

■ '. L ■ 'i r " n4 U '=N2: OIK K2M-0+L0-6 ,K2*LQ+L0 >=" 
":GOTO )9£« 
13000 IF K2=19 THEH 19700 
13010 IF K2<12 OR K2>lb THEN 19+06 
.-,,.20 IF P-.K2 A >55 THEN 28108 
3838 l L PI *="Nu COHFU 

TP. In ThCE IT": GOTO 1888 

- if pae>=HG AND K2>11 AND K2<17 ™ 
"- 19880:GOTO 23898 

>■ i Sl*=Ot< K2*L0+N1 ,K2*LO+L0 Y- SG 
SUB 1009 _„ 

.. t -M-," SPINS IN ITS DRIOE.-."=FOR 
I=H TO 100:NEXT I:? ">" 
■■30 fin «2-ll GOTO 13388,13588.13708,13 
900,14100 

„306 ■ "-'lOSEi iYSTETl-- 1 : 
ADJACENT" " ■ 
13310 s& 
13320.? ! 

^•^if ■ Si*;" - INHABITED BY dlNING 1 
■■ COLONY, NO FINDS" 

.,,,0 iv .i U 1888 i* " 

i-KB J "-POLYPS-":? "FREQUENT GWJWY IN 
m^IONS^r^OUHO ENERGYH*ICH PLANETS 

13518 ? "REGENERATE ELCRV 20 VBfll^^? " 
OKN DEAD": "PL^tT I 
NTO GREENHOUSE-£FFECT" m™,. 

1^520 ? "PLANET, RICH IN STELLARI ENEBbV 
■V^FTER 28 ■ 14 ^ e ,, ITU , 

i-r^cfi T "-FIS. STHR HITH .' 

^hNETs.-T?*™ r^OER FROH FUNUS:-"=S62= 
„::,«!* HW _ Roac>-:S62=M2«eo 

:.lc 1 1 m?? si** " - < uninhabited >■ . s 

UB 1190 .. . 

■T>"a '■■ 31*;" " (GREENHOUSE-CFFE 



■ - BOLL OF FIRE-:SG2=9=60SLI 



- REHOTE 



13810 SOTO 14300 * 



T-. OF 



■shiRGffirfH-e^, 



■920 ■ "BENEFIT"':? "GLAD TO GET SHriT n 
f THIS";; "CREHi SusPECTGRarro ifsiv? -p 
LOOOLINE SF^nHCHENT^' BRHKTfl IS * ? B 

14599 IT K2022 THEN 19600 

14688 IF PN=7 THEN IF P<10>=7 THEN 22899 

W^Pt&SS ""** "»<a2ft.Cl2B>=TBCHENr 

L4.00 IF FN012 THEN 16598 

14718 IF PF<N1 THEN 22286 

14,-20 GOSUB 18988 

14808 ? "HEflOING, CRV06EN, LASER OR END- 

^"fsfle «-»aMa«t9B>.iF z*=-h- t 

14910 IF 2*=-C" THEN 15699 
14926 IF Z*=-L' THEN 15888 
4330 :r 2*=-E- THEN 19689 
14940 GOTO 14986 

flsTINST^^*^ 1 'CDtU^HgSV^^S 
15118 INPUT F**:IF LEN<HfiS>=N THEN 15119 

™ '-ooffT i^tle 11 * "^ «»<LEN\^ix 

JSHWSjMwPjli 1 " 1 **■""«"••«. 

.200 lO.r I: IF J=93 THEN 7 :? flR* = - hot 
MffTTflBfiSE-iFDR I=h TO 180=hECT I: GOTO 

I".?* IF j=C0 THEN 14788 

15310 JR=-N1:IF J>PU THEN JH=N1 

15400 ST=N1:JE=N:C0=J:PF=PF-188:? :? "CO 

I IPSE LLikHECTIOH APPLiai* 



L-s? "ENER6V TO FREEZE CTOJ^li pS™^ 
"HON FiftNV CL0NE-VEBRS^E2E"i ' 

15610 TRfiP 15616: INPUT S6:TTWP 48880 

I-ti0 Ih SG*10>PF THEh4 v "FUEL DEFIflENC 
A":? "INTERLOCK [XtRRiDE" : SOTO 19200 

1 0*SG : i : V=CV+SG : ■? -ST»*1 ftv— 



="VhHN. . . 



{g^ l ? M * 16880=" "LHSEF: CONTROL":; 
l~jyw r "ThRGET ==>*i 

111* 1 - ^ NPUT *» :IF LEN(flf»>=N THEN 15881 
™ 2 MH^-STPRBflTE- THEN 16189 
Jlll^ ^GOTrt 1 ?^"* ™EH Hft^LEHCflBtH 

iii^Nf ^'THaViif^r^ I * u * +wt 

15920 NEXT I 

^^SUB J rll80^lrn *^ ^ ON OfiTflE* 
lb 139 ■■ "THRGETED ON -jflH»;FOR I=H TO 29 



-_ r, ,; 



IF PK.1W 



l= . r n or ,.hmj -STAR6ATE" AND PV= 

iciae 7 AA*i* OUT OF RAN6E" 

■6268 ? "COTFUTER OVERRIDE" : 60TO 19266 

1630B sosue 18888:for i=n_to ib:hext HI 

- ,«# "iTARGHTE" THEN 22386 

:i:i>j GOTO 22488 

16509 IF PM=N1 THEN 17766 

16966 IF PN=N2 THEN 17789 

16610 IF PNON3 THEN 18986 

16700 GOSUB 18886:? "THINK ■ DESTINATION' 

:'-.7^ INPUT AA*:IF LEN< Aft* ;■=*! THEN 16765 
16716 IF Aft*0"UESPOZIflN" THEN 16886 
■j.?M IF P'N>=**2 THEN ? ■SHUTTLE FIT UESP 

.. 19160 
16776 " 'IN FLIGHT UESPOZIgNVMISUB 1898 
St. ■DOCKIHB >,>=N2:D*<N3* 

. lD»N1,N3*LD+LD)="2*"s60TO 1888 
16880 IF HfittNl.Nl^'E" THEN 19686 
16966 IF LEN<Hfi$XLNB THEN flftX LENt (*» H 
N! <=" '"SOTO 16966 

16816 J=i9:F0R I=N TO 11 = IF AA*=N6*< I*LN 
E-HL .l.vLHt^. I*.' THEN J- ' 

■ ■< [HEH t 9»|* MOT »* 

, :rit« IF JOPU THEN ? Aft*;" OUT OF RANGE 
":GOSUB 18966= GOTO 1800 

,~.V- IF M-Nl THEri 'UCOPOZIAH NOT IN 
"ifltWi" ORBIT* :GuTLi 1910U 
■ ;r-.i* IF JOS THEN ? "CONDITIONS OH " iWj 
*;? -HOT SUITABLE FOR SHUTTLE":? "UNO IN 
r':3GT0 19188 
17498 IF C<NX>-H4 THEM ? "SHUTTLE 6AV D 

.10 19166 
17566 ? "HEM BUH 1891B:? * 

LANDED ON " i fift*:p<N>==8:0«<N3*LD+Nl,N3*LD 
Hja^'S*"*! rO 1888 

17766 IF PNONi THEN 17886 
17705 IF CvNJ=-N2 THEN C(NJ=-H3:L1«LL+H 

i,l l +ll;=-blue button bv OPEN BULKHEAD 

':£«LE+N1,LEH-E^"PFL":60T0 13688 
17716 IF C\N>=-N3 THEN ftN )=-N2:L1*i:lL+N 
;,.^ ll; --"BLUE BUTTON BV CLOSED BULKHEHO 

" HI- 1 ': GOTO 19666 
17336 IF PN=N2 AND CiNl=-M3 THEN C<N>=-H 
4: E* N2MJE+N 1 , N2*LE+LE >="0T" : D* N2*LD+N1 
,'(:n_D :••=" 4*3**: GOTO 17858 
1 7: r 1 ti i-iOTu 17980 
17358 Q*< 37,128 >=" INNER DOOR D 
129, 1G6>=" OUTER DOOR 0FEHS*:G0T0 19666 
179*6 IF PN=N2 RHD C(N>=-N4 THEN C<N>=-N 
3:E«N2*LE+fil '*• N2*LD+«1,N3 

L _ .="3*1*": GOTO 17958 
17S10 60T0 19980 

-•iS6 u$< 1 7,1 28 >=" OUTER DOOR CLOSES" :0* 
12:i,lG0.= -IHNER DOOR OPENS": SOTO 13680 
13266 Q*vu2fi,a2B>="T00 RISKY! ":GOTO 1888 
16466 SS<(S2fl.GSE^-l'n NOT TIRED! ":SOT0 

19666 J=H:FOR I=N1 TO LENCXi 



FMi.fi FOR SG=1 TO 106: NEXT SB: RETURN 
19880 FOR I=N TO 256 STEP N5:P0KE 710.1= 
30UND N, 1,3, 15: NEXT I: SOUND N,N,N,N:POKE 

716,148:' "J": RETURN 
19188 ?"* QFBWfnOH ABORTED *":60SUB 18 

"rliu*"*- " ;■ OPERATION ABORTED *": GOSUB 18 

V?m OP- <J2H,Q2B >=" IWOSSlBLE! " :G0T0 188 

19366 S1*="I CAN'T 00 -':31*<LEN( S1*>+N1 > 
=07* : i jf . 02A , Q2B >= 9 1 * : GOTO 1666 

\->-_m Oil 02H,Q2B,= "i>;": GOTO 1888 
19766 C!*< G2H.G26 ^"REFERENCE DIE* BV ITS 

ribilBER* : GOTO 188B 



Tgoto'^o 26 ^" 1,11 9U ^ £n carrvinb 

SOTfieeB^' 6 ^^" 1 ^"T SEE IT HERE": 
M m QaW12B>-I CBN- T - VET1 »s GOTO 
IsGTO ' ^ afi * e2B >="I'n WOT CARRVINB IT!" 
EOT * £■»-*•»"■■«« DUST BE JOKING!": 
60TQ /^-H-U^^OK - NOTHING HAPPENS" 

#fe?- : CT:7 ■»' CU1NE WM^CV;- ZONET 

NI-i'd.LNE^lne' . lHN ''° D *'" "*NB»<CD*LNe + 

;- ■ '':' il- 9 7=N1 TMFU 1 « 

--;cd-pu^| 5 -^e PTQ " •- 



N* r V,..:i 



^fei^w^a^a^ 



STflRSflTE" 

GSaTIUE^To ^ ^& P TH^°Kj 
■f 10 " ■OPERflTIw'" 88 

^ ^^ !T " > ™* ^Kh REPORTING" 

ISS fl-^-i'a^ i£^ key <" 

yH.ifflftu9 u "M 5 uu 

SfeSSSSP 

i2H at, ■■pb£-S^ E - • ■ ! WTO 23360 

22780 ^^ 

Hm ^^-^ SPACED npM 
B0T3 2336€l ^^ "0XV6ENRUNS OUT^ 

'^V^OtS^^™ «"' ? -DE 

^ i. ,•; ^^ ine ^ ^s^i 

-■■1-LnjDLImE FT^If^- ^*- 7l ' : ' PLOT "~ 

!fS 



"PLOT AGAINS 
"SHUT 



Presentation on the 



Tinning the beast by Nat and Franklin. 



Giving your Dragon games a profes- 
sional look are two of Salamander 
Software's lop programmers. 

Writing under the obscure title of 
Nat and Franklin are Peter Neale 
and one of Salamander's other prog- 
who wishes to remain 



Neale is Texas-born and has 
been involved in computing since 
high school in the States, where he 
learnt mast of skills by playing Star 
Trek on a remote teletype link to the 
University of Texas computer. 

He arrived in England in 1974 to 
attend the University of Sussex and 
then spent four years as an IBM 
mainframe programmer, two years 




as a system programmer. 

Finally he quit ta set up Salaman- 
der Software with wife and friends in 
November 1982. He has a hand in 
designing most of the company's ti- 
tles and was responsible for Dragon 
Trek and Wizard War. 

Franklin claims to have been 
raised on Betelgeuse V but his Earth- 
ly programs include: Grand Prix, 
Staijammer, Gridrunner and Frank- 
lins Tomb. He is currently working 
on the sequels to Franklin's Tomb 
and the first will be called Lost in 



Taming the Beast 






Having spent many hours in the high 
street Jungle, you finally managed to 
cage yourself a Dragon. But now that 
it's locked up in the back room, what 
do you do with it? 

Feed it human sacrifices on the 
full moon? Not if you wi 
your friends. 

Subject it to the whims of other 
Dragon Masters? This can provide 
hours of harmless amusement. 

But what you really want to do is to 
become a Dragon Master yourself, 
learning to tame and control the 
majestic beast. There is only one 
way to do this. Start writing prog- 
There is one thing that can turn a 
good game into a great game, pre- 
sentation. A player's first impression 
of a game is based almost solely 
upon what he sees, and this will 
greatly influence the player's final 



judgement. 

A cluttered screen, badly pre- 
sented with difficult to read- 
information, or boring graphics, can 
turn a player off, and he may grow to 
dislike what would otherwise be an 
excellent game. 

The hardest and possibly most 
misunderstood aspect of presenta- 
tion is printing. If you bought a book 
you wouldn't expect to find words 
split haphazardly, crooked margins 
and spelling mistakes. 

Neatness does, after all, count. 
When you are planning your prog- 
ram, lay all the text out on a print 
grid like the one in the Dragon 
manual. Centre the text in the mid- 
dle of each line or insert extra 
spaces ta make the margins even. Et 
takes more time, but the results are 
worth it. 



To further improve the appearance 1 
of your text, try printing everything 2 
in a greenbox on a coloured baci: "■ 1 - 
ground. This technique is particular- 40 BE 
ly effective. When printing columns 5 
of numbers, use the PRINT :a i ' ■' 
PRINT USING so the text is . 
exactly where you want it. Using l| 8 
semi-colon (";") in your PRINT state- <j 
ments allows you to print on any line ^ 
without destroying the rest of tin j 
line. Use all these techniques 
together and you will find that yow ' 
program will begin to take oj 
fessional appearance. 



be very useful to POKE char 
acters directly onto the screen 1 
stead of printing (the text screen ii 
located between addresses 1024 and 
1535). Sample program 1 shows yew 
how you can get the complete ASCfll 
characters set inverse video. The m-l 
verted alphabet is available normal- 
ly by pressing Shift and 0i , Other! I 
characters (e.g. & and %) can only bel 
inverted by POKEing the correct! 
values directly onto the screen. J 
particularly useful location is 1535,1 
the last screen position. If you print a I 
character at this location, the screen I 
will automatically scroll up, but ill 
you POKE the character in, you com 
avoid this. 
The low resolution graphics on tin I 



1 I RESET < I, 2 

: RESETti:, I 
= SETU,3,5 



> PRINTS! 35, "PRESS 1 FOR POKE"; 

> PRINTS167, "PRESS 2 FOR PRINT 1 ': 
>0 PRINT91 99. "PRESS 3 FOR QUIT"- 
A*=INKEY* 

T ■ 1- . - -FN ml PRiMT" : GDTO160 

o Borono'" ™ EN *~" PmE " '■ G0TD160 



£> 



PRINTB10B,B» f « EXAMPLES"! 

PftINTe«3,USING"ASCn VALUE £££"■ p 

I ™ ;', .^ss^yM;,!. ELSE p ^ Te44 < ■ CHR * ' 

B*=rNK£Y* 



1 TO 24! STEP 32 : PRINTSI , STRTNGt < I 



e DRAGON 



|Ffl=<?9 THEN 70 

: FQR f=t TO 10 : NEXT! 

i BT020 




;,?■?, 99 



nd to be vastly under-rated 
M generally pooh-poohed by peo- 
jh. Don't make the same mistake. 

I m great advantage oi the low-res 
jmphics is that you can get all nine 
ataurs and text an the same screen. 
Using the low-res graphics, you 

j«pu! borders around text (as in 
■•-■pie program 1), put simple 
--"srior. :ti instructions (always a 

* taer), or they can be used to great 

INuim ■ nd Vidao G»m« Yan boo k 



effect i 



! pages. Sample prog- 
ram 2 is an example of the latter, 
where the X and Y co-ordinates, 
which are to be set on, are stored in 
DATA statements. As each position 
is set on, the impression of writing is 

There's one thing to be careful of 
when using the low-res graphics, 

each character position is divided 




into four pixels. Within one charac- 
ter position, you can have only one 
colour and black, so be sure to plan 
ell in advance. 

High resolution graphics are a 
fferent kettle of fish indeed. The 
number of different ways of display- 



could fill a book. The best way to 
fully appreciate the hi-res graphics 
is to sit down and try different things 
out. The DRAW command is espe- 
cially powerful. By setting up a few 
DRAW strings at the beginning of 
your program you can very easily 
create animation effects. The only 
thing to be wary of is DRAWing off 
the edge of the screen, as this will 
distort your picture. Sample program 
3 illustrates both the DRAW com- 
mand, and the effects you can get 
using FOR/NEXT loops. The expand- 
ing CIBCLE used for the explosion 
could be easily changed to look like 
an approaching tunnel or planet. 

Treat your Dragon with respect 
and it will be a true and loyal friend. 



ing anything on the hi-i 
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"HEY bud! Wont to roll some 1 
dice with us? All you need is 
some dough and a lot of luck, I 
know me and my friends might 
look a bit rough — but we've all 
got hearts of gold — really! 
We'll even give you a few hints 
and tips on how to play before 
you join in. The professor here 
has written down a few notes 
that give you background to 






You 



night 



ick bucks while 
you're at it. We won't mind you 
taking our money. We're a fair 
minded bunch. All you have to 
do is let us win it back again. 
OK? Now just cast your eye 
over the professor's notes ..." I 
Everything depends on the roll 
of a dice in this adaptation ol 
the well known game Yahtzee. I 
It is a dice game in which only 
certain combinations of dice I 
score points. Once a combino- I 
tion has been used it cannot be I 
scored again. The object is to I 
scare all 13 combinations and! 
make as many points as possi- ' 
I ble. Five dice are thrown in- 1 




YAHTZEE 



ion 32 in 9K with one joystick 



itiolly and any, all or none of 
|»t dice may be thrown or 
jjwed on subsequent throws. 
Up to three throws are allowed 
lit achieve any desired cam- 
amotion. One problem in com- 
plerising Yahtzee is the num- 
«f of inputs needed lor sav- 
m. throwing and deciding 
I Much combination to choose. It 



would be easier in most cases to 
just throw the dice and forget 
the computer! The author has 
got round the problem beauti- 
fully by utilising the right joys- 
tick as cursor control. This 
clever trick has enabled hi-res 
displays of the dice and very 
easy inputs. All instructions are 
included. 



Variables. 

D(1).D(5): array to store dice, i 

P( 1 )-P(5): array to save disc. 

SC (C, CHJ: array to determine ) 

whether a player, C, has used a 

certain option, CH. 

Name S (C): array to store 

names of players, 

TTfll (C): array to store scores 

of each player. 
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~ „,. max im that the tough 

a well too™ video gamers ma* 
onw are best. wholeheartedly there s 

, Whilst agxeemg ^ **'* life when a httle 



..PITFALL— FUN IN THE JUNGLE! 

k Piliall was one of the smash hits of 1983 and voted 

k Game of the Year at the Consumer Electronics Show — 

which is America's Chelsea Flower Show of video 

k games, where all the major manufacturers show off 

their prize exhibits. 

Pitfall Harry's lungle Adventure takes you on a peri- 
lous search for the lost treasure of Enarc. 

On your search you will encounter many dangers in 
the shape of crocodiles, snakes, scorpions, logs, and 
^ disappearing lakes. 

You have just three lives and twenty minutes to locate 

all the Treasures of Enarc. 

Control oi Harry is simple. All you do is push the 

L joystick in the direction you want him to move — right, 

or up and down the ladders that connect the two 

s. Pressing the fire button makes Harry jump — 

^ which is the way he avoids obstacles, 

ie nasties have different strengths and some of 

^ them are easier to avoid than others. Generally — 

ig is the key to overcoming all of these obstacles, 

your run and leap to the split second to get over 

e other general tip is to keep a record of the screens 

you visit, try to memorise them and note down all 

■■the obstacles that appear on each screen. 

_ The first screen is easy, simply skip Harry across a 

stationary log and one hole and your are on your way to 

■• the next screen. 

_ The first major hazard appears on screen three in the 

[ shape of a bog. Hop on to the vine — timing your leap 

carefully — and jump again as soon as you land on the 

far side of the bog to clear the log rolling towards you. 

Toughest of all the jungle adversaries are the crocs. 

^The only way to get across a croc infested lake is to use 

L their heads as stepping stones. There are two ways to 

[deal with the crocs — the slow safe way, and the fast 

_ For the more cautious of you there is a safe spot at the 
back of each crocs head where you are out of reach of 
■those snapping jaws. 



Tips for 

tackling top 

games 

by Eugene Lacey^ 

Daredevils may wish to attempt the fast method - 
time your jump so that Harry's last footstep on land 
takes place just as the crocodiles mouths begin to close. I 
If your timing is sharp enough you should be lable Id 
clear all three crocs in three quick hops. 

A couple of easy obstacles follow the crocodiles andil 
is not until screen seven that you come across your firs! 
piece of treasure. 

To claim the gold bar you must successfully negotiate 
a disappearing bog. The secret of getting past this 
Obstacle is to position Harry in the space between the 
second number and the colon on the timer. When the ; 
bog begins to disappear make a dash to the right. This 
strategy is the best one to adopt for all diasppearing 
bogs on other screens. 

These tips if learnt thoroughly should enable you I 
deal with all the obstacles you encounter in the follow- 
ing screens. 

For real speed in Pitfall you will have to learn when | 
and where to use the underground tunnels. Thesi 
you through the jungle faster but be careful not t< 
;11 as the obstacles. 



QUEST FOR THE RINGS 



Quest for the Rings represented a totally new concept ini 
games when it was launched last year. 

The first ever board game come video game all ml 
one. The theme is very Tolkienesque with demor&l 
dragons, hidden rings, and strange powers. 

The idea of the game is to find the 10 rings that have I 
been hidden by the Ringmaster. Two people can play as! 
a team against the forces of evil or there is also a single I 
player version of the game. 

The video part of the game is basically a maze chase ■ 
affair. The various screens for this action are selected I 
by pressing the keys on the overlay giving you various- 1 
ly; The Dungeons, The Crystal Caverns, The Shifting ■ 
Halls, and the Infernal Infernos. 

Matching of partners is the key to success in the I 
Quest. Pick partners that work well together, one to I 
deal with the enemy, the other to dart in and grab the J 
rings. I 

You can choose to be a Wizard, Phantom, Changeling | 
or an Alien. 

Each has different powers. The Warrior is armed witbB 
"Theor's Sword" which can slay adversaries that 
at you on a horizontal plane only. The sword is m 
if the creatures attack from above or below. 

Wizards can cast spells which have the effi 
temporarily immobilising enemies. 

Phantoms can walk through walls and Changelings I 
become invisible altogether though both only moveB 
• i, ,-,■ ••,<," 



at half speed when in this state. Pra 
four rotes is the key to mastering Que 
the Philips G7000. 
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ERTIME — FAST FOOD! 

. -11 the food games that have appeared since Pacman 
iigeriime must surely be the best. 
-lis fast food at its quickest as you score points in an 
tfempt to assemble four hamburgers before the peppers, 
tftf W3s and sausages catch you. 

'J J Eargertime is a master strategy maze game. You have 

_ : plan your, route very carefully. Unlike Pacman you 

Banal go on long sweeping runs gobbling dots — as in 

;ame it's not just simple dots and slow ghosts that 

■ut to get you. Those pick!-, are roally mean and the 

■1, defence you have against them is a limited supply ol 

irst I?'™ pepper can be earned by catching the tankards of 
•terand cartons of trench fries that appear periodically. 
e secret of success in Burgertime is to get the pickles 
»:ollow you, position them under a burger, lettuce leaf 
.-: and then splat — drop the morsel on the 
bing to the ground. 
tip for dealing with fried eggs is to turn and walk 
ina EJ,u° m 'uT ° nCe they have heen P^Pered - don't 
ln S falk through the points that appear, as this will cause 
eggs to reappear. 
you move your way up through the screens the 
pout of the burgers gets more complex and you will 
len f"rv '° eVSn narde r about the route to take 

1 S °7.u e ™? S l diiicuh P arts of Burgertime is learning 
• ■'- '.tie chef with the disc controller and it may pay 

!~t to spend an afternoon just steering the character 
*nd the screen to practice tight cornering. 
Go — gorge yourself. 

^RAIDERS OF THE LOST ARK 

R just too damn tough was many a garners comment 

IHoward Warsaw's adaptation of the Steel 

kjjl bfockbuster — Haiders of the Lost Ark. 

m 13 screen of action with their assorted challenges 

' . - were one of those people, then help is at hand. 
» if you want the satisfaction of getting there for 

a :urn the page right now. 
Mfou are Indianna Jones — the hero of the game and 
■ in search of the Lost Ark of the Covenant 
m game begins in the entrance room which shows 
K, a snake, and the famous whip. Pick up the snake 
M dash down screen to the market place before the 
Pre gets you. 
fee ii 'I e market place you mast now assemble the 

II need for your adventure, 
pas ore picked up by moving Indy around the screen 
imply touching the item you want. Get the magic 



i this 



r you i 
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pes. Also pick up a grenade, a key, and an eyepiece 

k | Once these items are registered at the foot of the 
you are ready to enter the Temple oi the 
Is. To do this you must blast a hole in the side of 
ranee room with your grenade, 
needs to be a quick, clinical operation as once 
ve selected the grenade you have lost immunity 
the snakes. 

ilso have to remember to dart back to the 



market place before the explosion takes place other- 
wise you will be blown to bits as well. 

Pick up the timepiece in the Temple of the Ancients 
and head straight for the Blue Room — also known as 
the Room of the Shining Light. You will now find 
yourself trapped in one of the cells at the bottom of this 
roo , m - Thls 1S y ° ur first Q PP° rtu nity to select the whip 
and blast a hole — Breakout style — in the wall of the 
cell. 

Once you have escaped make a dash to the right 
towards the Treasure Room. Items to pick up here are 
many and the Egyptian Ankh — persistence is required 
to win the latter as the Gads are reluctant to part with 
such a valuable item easily. 

You shold now have in your possession the Ankh, two 
bags of money, the time piece, and the eyepiece Go 
back to the Blue Room and get yourself trapped in one of 
the cells. Select the Ankh, press the button, and hey 
presto you are teleported to the Mesa Field. 

From the Mesa you must find your way into the Map 
Room. The map will appear at the centre of the screen 
Centre yourself on the map and move the selector dot to 
the timepiece and press the joystick fire button. 

This will make the clock appear. Just before the hands 
of the clock are vertical select the eyepiece. 

The sun wilt now ffood in and if you look carefully 
through the eyepiece at the map you will be able to see 
a tiny flashing dot — in one of the mesas — this is the 
location of the Lost Ark of the Covenant. 

So now you know where if is the next step is to go to 
the Black Market and buy a shovel which you will need 
for the dig. 

Take the right exit from the Black Market and head for 
the Treasure Room — you will now need to recover the 
Ankh to take you back to the Mesa Field, and two more 
bags of money to buy a parachute. 

Use the parachute to arrive in the Mesa — you are 
now very close to finding the Ark and to give you further 
help would only spoil the last most exciting scene of the 
game. Go to it Indy. 



CENTIPEDE — INSECT ATTACK! 



video gamers — Centipede. 
This arcade game caused t 



is :ho 
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n mean only one thing toj *■ 

real wow in the arcades as* 
.^^Miistrate the full potential ofl ^ 
.—-kball controllers. , 

The key to success in Centipede is to fire quickly and" 
fire accurately. I k 

Beware of low lying mushrooms as the Centipede! k 
moves down a row when it collides with a mushroom. ™ 

The secret is to clear just the right number ofl^- 
una — don't clear all of them as if you do fleas ■ t 
will begin to appear. You must learn to look at mushroom " 
configurations and act accordingly. If a formation of 1 k 
mushrooms is enabling the Centipede to fall rapidly | k 
through a certain part of the screen bfast them away to " 
stow it down. I k. 

Not all mushroom formations are dangerous — some of I l 
them can actually be a bonus. The best example of this is " 
the funnel formation in which the Centipede has to travel \ k 
through a tunnel of mushrooms to advance down screen. L 
If you position blaster in just the right pos 
of the funnel you can completely 
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tipede which is helpless to dodge your fire. 

Large scores can only be picked up by blasting the 
spiders that drop out at you every so often — to score 
rally highly let them get quite near to you before you let 

This policy can be a bit hairy in the later stages of the 
game when the action is much faster. 

Centipede is a game of priorities — always pursue the 
highest point scoring possibility on the screen at any 
given time. Go for all the spiders, scorpions, and try to 
shoot the heads off the Centipedes. 

One tip for getting Centipedes that are near to the 
bottom of the screen is to position yourseif at the very 
bottom of the screen with one mushroom one row above 
you — when the centipede head comes in between let fire 
with all you've got — the rapid fire created by the 
mushroom and Centipede sandwich will enable you to 
blast the whole thing segment by segment till it is 
completely dead. 

Be adventurous, take risks, and assert yourself. 




DEMON ATTACK — TOUGH ALJENS 

Demon Attack is argui - shoot 'em up 

type game available for the VCS. 

No less than 84 waves of aliens are queueing up in 
this cartridge to attack your laser base. 

This is the hybrid of two arcade games — space 
invaders and Phoenix, though unlike the officiaf Atari 
Phoenix does not have the home base. 
The basic strategy Is similar to invaders — slide and 

Keep constantly on the move thus preventing the 
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Pick off the tow flying aliens first. If you kill these you 
may notice that the higher aliens flap around the screen 
harmlessly without firing back. You can now pick these 
off at your leisure. 

There are 10 game options in Demon Attack. You can 
choose one or two pfayers, regular or advanced aliens. 
and whether or not to have guided missiles. 

If you are playing the guided missile varfatfan, be 
reminded that the faser base moves together with the 
missile so you must be careful not to guide your base 
into an oncoming missile as you pick off the aliens. 

Speed and good hand-eye co-ordination are crucial to 
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The baffling corridors 
of mazes seem lo have 
a certain strange fas- 
cination for our read- 
ers. Maze games have 
become firm 

favourites with you 
funny people out 
there! So by public de- 
mand we bring you 
more mind-boggling 
frustration, 
Stephen Godfrey took 
a look at the 3D Maze 
game we printed for 
the Sharp MZ-SOk in 
our Book ef Games 
earlier this year and 
came up with a con- 
version for the TI 93/ 
4a. 

All you have to do 
is find your way 
through the maze and 
discover the exit. 
Sounds simple, but just 



big lumps — we 
guarantee it! But 
never mind Stephen 
has come up with a 
cure for premature 
baldness. 

Stephen has also 
included an ingenious 
"cheat" command — 
but you'll have to play 
the game to find out 
just what that does for 
you. Other, more stan- 
dard controls, 
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180 degrees. 
Program notes 
To make your life 
easier type in lines 14 
to 27 first and RUM. 
Then substitute the 
characters shown be- 
low — where they 
occur — with the given 
keystroke. (Note: This 
will be different if you 
have a TI 99/4.) 
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1 CALL CLEAR 

2 PRINT !»3-D MAZE FOR TEXAS TI9 
9/4<H>" 

3 PRINT : U EY STEPHEN GODFREY" 

4 PRINT s "ADAPTED FROM 3-D NAZE 
BY" 

5 PRINT : "MATTHEW ELAKSTflD IN TH 
E" 

6 PRINT s-'BQOK OF GAMES' FREE U 
ITH" 

7 PRINT : "FEBRUARY 1933 C :i.V.j5. 

S PRINT : "PRESS ANY KEY" 

■? CALL KEYCCi,K ? s>: : IF NOT S THE 

N 9 ELSE CALL CLEAR 

10 PRINT "YOU HAVE TO FIND YDUR 


i 

F 
N 
E 

1 

Er 
u 

it 








: "niJT DF ft MRZE. YOU ARE G 

Icpn,;.." ; " ft 3 ^ VIEW DF THE MAZE" 
|FRDI1": :»THE POINT WHERE YOU STfi 

11 PRINT !"YDUR CONTROLS fiRE:": 

llmr-." Ir RN LEFT " : : " R - ^RN R 
I T : J F ~ TURN ISO DEGREES'': 

■ H - MOVE FORWARD": :"r - rHEflT 
, ™LY 5 ALLOWED! )- ~ 
112 PRINT : "PRESS ANY KEY" 
|jCflLLKEY«),K,S>;: if NOT S TH 

14 DATA ffffffffffffffff 

■', IiHTfl 804020 100904020; 
DflTfi 01 0204031 02040 :-;n 
PFiTB 0000000000 rm n r ; f 



'324438 10FE 1033 
'8S432B1F2E4888 



13 DATA FFOOOOOOOOOOOOOu 

19 DATA 8030808030808080 

20 DATA 0101010101010101 

21 DATA 8080SOS0S03O80FF 

22 DATA FF010 101 010 10101 

23 DfiTfl FF808080 80803080 

24 DfiTfl 01010101010101FF 

25 DfiTfl 1,133,232.298-20,1447 237 
,299 

26 DfiTfl 20,12,6,2,2,3,5,7 

27 FDR T=l TD 11 :: READ DS :: C 
ALL CHAR ( 1 27+T , DS ) : : NEXT T 

23 CALL CHARQ 20, "3838 10FE 103844 
82") 

29 CALL CHflF:a21,"001112D4F3D412 
11") 

30 CALL CHAR (122, 
38" > 

31 CALL CHAR a 23. 
00") 

32 CALL CLEAR :: CALL SCREENC1) 

33 PRINT "N /" 

34 PRINT " n 

35 PRINT " v 3-D MAZE 

36 PRINT " 

37 PRINT " I 
33 PRINT " I 

39 PRINT " 1 

40 PRINT " I In 

41 PRINT " I I -, — I 

42 PRINT " I I M I 

43 PRINT " i ! M— I 

44 PRINT " | I ,- I 

45 PRINT " |--i I 

46 PRINT " I 

47 PRINT " I 

48 PRINT " I 

49 PRINT " 

50 PRINT " / 

51 PRINT " -■■ 

52 PRINT " ,'F LEASE l,J fl I T "-•■ " 

54 FDR T=l TO 14 :: CALL CDLORCT 
, 16,1): : NEXT T 

55 HIM CL<2,4):: FDR 1=1 TD 2 : : 
FDR J=l TD 4 :: READ CLCI,J>:: 

NEXT J : : NEXT I 

56 RANDOMIZE 

57 LI=6+INT<RNH*5): : LJ=6+INT<RN 
D*5):: DIR=INT<RND*4)+1 :: DD=DI 
R :: CI=LI :: CJ=11-LJ 

58 DIM HI.K4): : FOR 1 = 1 TD 4 : : R 
EflD DIaKI): : NEXT I 

59 DIM DL(2,2):: DL<1,1)=129 :: 
DL<1,2)=130 :: DL(2 ? 1)=130 :: DL 

60'dIM VL(2): : VLa) = 134 :: VL<2 

61 DIM DR<4):: FOR 1=1 TO 4 : : R 



! «« 



IF DV=0 THE 



EAB DR<I>:: NEXT I 

62 CALL COLOR CO, 16,1) 

63 DISPLAY fiT<23,2>SIZECi8w.e F , 
ECT NAZE CI- HrPEPT fii - 
iy>:iI2EU >EEEP, VflLIDfiTE(DI|-ITTr H 

^JZJS'l THEN RESTORE 204 ELSE 

estbem™ RESTDRE 2I4 ELS * * 

65 DIM MS<10,10):: FDR l = i T D in 

FOR J=l TD 10 ;: READ MS<I J 
>:s NEXT J :: NEXT I 

66 CALL CLEAR 

6^ TI-LI :: TJ=LJ :: FDR CA=1 TO 

68 FDR 3D=1 TO 2 

69 DV=DIR+f3-2*SD> 
N OV=4 

70 IF DV=5 THEN D ',■'= 1 

71 TV=MS<TI,TJVDR<QV) 

rz IF INT(TV) TV THEN 11* 
73 FOR I=C| i IH ra CL<SB,Cfl) + < 
f - : .-^*. = .r^*U-UH>STEP C.W-2*3Di: : 
tHLL POKEa,DL<SP,m:: NEXT I 
: 4 GDTD C ?r THEN I " CL < S D'CfiH32 . 
75 TV=I+<SD*2-3):: E=0 :: FOP t- 

T ?p T °-. T : +:: r ,^,,l '- n -^4-c™ 3 ; 

JI F T ^- : E=E+1 :: NEXT I :: v-I 
NT<TV'32)+1 :: x=TV-INT<TV/32>#3 
^+1 :: CALL VCHflR<Y,X, VL<SD>,E> 
emlS'Ji! FDR I=TV TD TV+<29+2* 

■i4i>*i 4-L-H.iSTEP C29+2*SIO:: CAM 
PQKECI-DLtSI^)):: NEXT I LL 

.",- E=U :: X=C:LCSri,|-fl ) + -- 7*^1)^1. . 
.™.?: >:; TD CL<SB,Cfl>+<2*SD-3)i3 
^iy--L'A:.-32 STEP 32 :: , E =E+1 i: : 
NE«T I :: Y=INKX/32) + l :: X=X-I 

JK:^ 2 E* 32+1 := CflLL VCHfiR<Y ' X ' 

78 NEXT 3D 

79 IF CA=4 THEN 86 

dU TV=HS<TI,TJ>/DR<DIR> 

81 IF INTCTV)=TV THEN 114 

82 IF dir=i THEN TI=TI-1 S! IF 
WtS%7 CflLL PaKE<CLa '4),69) 

83 IF DIR*2 THEN TJ=TJ+1 
d4 IF DIR=3 THEN TI=TI+1 

85 IF DIR=4 THEN TJ=TJ-1 

86 NEXT Cfl 
37 CflLL CDLDR<13, 16, 1,14, 16,1) 

-L KEY<0,K,S>:: IF NOT s"TH 



EN _. 

89 RS=CHR$<K 

90 IF flf="L" 
I 91 IF AS="P" 

92 IF HJ:="F" 



THEN TN=1 
THEN TN=-1 
THEN TN=2 



raSK5BSS!co»» 

r^THEN 83 ELSE TN-3 

Us "if th=o then y| 
Ue^WTHM IF BIR-0 THEN 1 

4 J IF DIR=1 THEN Ll=LI-l ■■ »t 
hS°iF H iaP=?THEN LJ=U + | 
}g IF S5-3 THEN LM. I + l 
ins IF DIR=4 THEN LJ=LJ-1 

106 SOTO 100 * 330 £ 

107 CflLL S0UNB<3UUU,^2,U,^L.u. 



'ins UHLL SOUHDa-26 



?,0-, 330 



,0) 



"CDNb-ri 



lL „ CALL CLEAR I « PRINT 
1 TULRTIDHS! !" 
U? £lin "YOU HAVE FOUND THE I 
IT!" 
1 Ml SKjT "ANOTHER SO?" i*» II 
. £t*V THEN END ELSE IF b$- 1 
THEN RUN ELSE lid rft _ 33 , 
114 Cl=CL<l,Cfl) + «-5-Cfli«ij 



l=MKf:R)- 



t*9 SI=TI :: 5 i-t i 



IF S 



CU.-CL 

5-2*SD 



|«wi.-!>IS. , | 2 ™I3v™tI 

'1 GOTO 7S 



|»o2 PRIf-j T 
■ J33 PRINT 










"I 


1 




■ ■ 1 


|!J4 PRINT 


"1 I 


1 


■ Hill 


1 m ■ 


|]35 Print 


"■ ■ 


1 


■ I 


■ 1 1 


|l3fc PRI NT 


"1 I 


1 


■111111 


m 1 1 


:j? print 


"■ 1 


I 




■ ■■I 


■- PRINT 










|139 PRINT 


■ 1 




1 


1 * 


■40 Print • 


1 III 








ll print ■ 


■ 




1 1 


1 1 


J 1*2 PRINT " 








■m 1 I 



PRINT "I 111 minium 

PRINT I 

print Hill 111 an 111 11 

PRINT "I II 

PRINT Hill I I llllllll 

PRINT "I III I 

PRINT "I III I Hill I II 

PRINT "I I 

PRINT "llllllllllllllllia 

PRINT 
PRINT 
RETURN 
PRINT 111111111 llllllll 
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LICENSED TO THRILL 




Licensing video games is a 
marketing man's dream. Theory 
and imagination meet head on as 
, the most unlikely titles, characters, 
and products are "tied up" at enor- 
mous cost to be converted into 
home video games. 

It all started with arcade games. 
It was an obvious step for the home 
video games manufacturers to 
license the title of a popular arcade 
\ game and convert it for home use, 
; Gamers now take for granted 
that successful arcade titles will 
eventually be converted for the 
home systems. But just five years 
ago it was thought very innovative 
when Atari introduced home ver- 

Isions ol Space Invaders and Break- 
out for home use. 
Now any arcade game which pro- 
duces the slightest tremour of 
popularity in the arcades is leapt 
on by the large firms license- 
hunters. 

Many games are tied up even 
before they go into the arcades, just 
in case they are hits. 

Licensing has been the salvation 
of the arcade game manufacturers 
many of whom receive millions of 
pounds for their games. 

Of course this has its bad side as 
well as its good side and many 
people in the arcade busiri 
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killing the : 
I the arcade proprietors. 

Whatever the effects on the 
arcade industry these games are 
key targets for the home game 

Parker Brothers spent four mil- 
lion dollars each to get Popeye, 
Q'bert and Tutankham and expect 
to have to pay at least this in the 
future for good titles. 

exact figure for licensing arcade 
games because the deals they 
make are usually for more then one 
game. One thing is certain though 
— with two of the hottest titles of 
the year in the shape of Zaxxon and 
Donkey Kong the sums involved 
would, as with Parker Brothers, be 



How your 

favourite heroes 

are turned into 

your favourite 

games. 

By Eugene Lacey 



measured in at least six figures. 

Atari are in a slightly more 
favourable position than some of 
their competitors as they have their 
own arcade division. 

This means that they already 
own the rights to several hit games, 
Centipede, Pole Position, and Xe- 
vious to name but three. 

Fortunes are made on the rights 
to arcade games but even larger 
fortunes are made on the rights to 

Mattel Electronics were the first 
company to produce a home video 
game based on a popular film re- 
lease — with their Tron games for 
the Intelli vision. 

Their deal with Walt Disney also 
enables them to produce games 
based on some of the Disney car- 
toon charcfteis. 

Atari followed into films in a big 
way last year with a 25 million 
dollar deal with Stephen Spielberg 
which enabled them to produce 
both ET and Raiders of the Last 
Ark games for the V.C.S. 

The list of game-of-the-film titles 
is now a larger category than 
sports simulations. 

Like all so-called comprehensive 
lists I've probably left something 
out. However, here are all the video 
games, some of which are not 
available in the UK, based on fea- 

ET. Raiders of the Lost Ark, Jedi 
Arena, Return of the Jedi, The 
Empire Strikes Back, Superman, 
Spiderman, M.A.S.H., Tron — 
Deadly Discs, Tron — Maze-a-Tron, 
Tron — Solar Sailor, Buck Rogers, 



China Syndrome and James B 
007. 

Before you read this there will- 
probably be half a dozen othsl 
films announced for the vidaB 
games treatment. 

Although several films have noil 
been converted by far and away lis 
most expensive must surely be :i*| 
Star War games. 

The exact details of Parte! 
Brothers deal with George Lucatl 
the director of the Star War films, J 
not known. We do know that Parte! 
Brothers have the rights to produaB 
all sorts of games and toys base* 
on the films 

There will be dozens of Star Wen* 
toys in the shops this ChristmJ 
Irom large plastic Millenium Fam 
cons, models of R2-D2, C3-PO audi 
Chew Baca and the video games -K 
of which Parker already have three! 
with one more in the pipeline. I 

Unlike Spielberg, who receive!! 
his money "up front" from AtaAfJ 
Lucas earns a percentage of tin 
profits of all the Star Wars toys. I 

Blockbuster films are by ol 
means the only areas being looW 
at by the game license hunters. 

Anything which has papula 
awareness, particularly a: 
young people, can be turned i 

The Americans band Journ. 
cently became the first pop grc 
have their own video game an 
likely to be followed by Dei 
number two. Come on Duran Dm 
let's have the first British group! 
video game. 

Television programmes ai 
being looked at and in Arm 
firm recently advertised a Di 
Hazard game, which shou] 
beat Atari's Muppets game 
the shelves. 

We have probably not 
scratched the surface of video 
computer game licenses. 

One clue to what to expect in 
future is a game recently c 
sale in America with the cht 
ly ridiculous name of Attack of 
Beef Steak Tomatoes, 
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206 DflTfi 21,21, 14,5,1c, 10,2, 15.2 

1,21 

207 DATA 7,3,35,10,10.6,35,10,15 
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! PRINT 
■83 PRINT 
84 PRINT 
35 PRI NT 
5S PRINT ' 
ff PRINT 
8 PRINT 
? PRINT 
- 1 PRINT 

PRINT ' 
! PRINT ' 
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'3 PRINT 

'4 PRINT 
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,21 

20S DRTfl 21,35,10,10,6,21,14,10, 

10,15 

209 DflTfi 105,14,10-10,15,105.35. 
10,10,6 

210 DATA 70,5, 10,10,10,2*10,2, 10 
,15 

211 BfiTfl 14,10,10,10,10,3,42,7,1 
0,30 

212 DflTfi 35,10,2,6,70,15.21,21, 
0,6 

213 DRTfi 70,10,15,35,10-10.5.5,1 
0,15 

214 DflTfl 42,14,10,2,10,15,14.10, 
10,6 

215 DflTfi 21,35,30,21,14,10,5,10, 
6,21 

216 DRTfi 35,10,6,21,21,14,10,6,2 
1,21 

217 DflTfi 14,6,21.21.21,35,6.21.2 
1,21 

213 DATA 21,105,21.21.35.10.15.2 
1,21,21 

2 1 9 HflTfi 35 ,10, 3 . 35 -10.10.1 ,15. 
105,21 

220 DflTfi 14,10,5,6,14,6,14,10,10 
,15 

221 DflTfl 21,14,6-105.21.21.35. 
,10,6 

222 DflTfi 21,21,7.10,15,21,14,3 
30,21 

223 BATH 35, 15,35. 10.10.5.5.1C 
0,15 

224 DflTfi 14, 10, 10,6,21,14,2,1L 
,42 



0.15,21 



225 DflTfi 21.14,6,21-35.15.21,42. 
21,21 

226 DflTfi 21,42,21,21,14,2,15,21, 
35,15 

227 DflTfl 7,2,3,21,21,21,14,3,14, 

223 DATA 21,21,105,21,21.21-21,3 
5,15,21 

229 DATA 21,35,10.15.21.35.5.10. 
10,3 

230 DflTfi 35,10,10,10,5.10.2,10-6 
,21 

231 DflTfi 42,70,10.2-10.6,21,42,3 
,15 

232 DflTfl 7,21,2,3,14,5,5,5,10,6 
; DATA 105,70,15,105.35.10,10, 

30,70,15 

234 SUE PDKECAnliJii Y=INT<fV32) : 
X=A-Y*32-:: CALL HCHARCY+1, K+: 
B):: SUEEND 
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SNRCKBITE 

Cyril, the word-eating snake, takes 
his daily meal by leaving his lair 
and wandering along the tunnels 
which conned the chambers of his 
den. At each chamber he takes a bite 
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at a letter and he is so intelligent ; 
that his path always {arms words. 

He cannot turn round in a tunas! I 
and will not visit the same chamber § 
more than once in any one word. 

What puts his l.Q. way above that, 
oi his fellow computer asps is (Jitrt I 
the last letter ol one word is also Jisf 
first letter of the next. 

Can you find the eleven words 
which he makes before returning to 
his sleeping quarters? 

PATRIOTIC 

PRCMRN 

It is only right and proper that P""E : 
W'"""s first toddler micro should | 

be accompanied by software ol a 
regal and loyal nature. 

In his version of Munchyman, the 
dots are coloured Red, White and 
Blue and the patriotic little gobbler 
always eats the dots in that order, 
Blue being followed by Red again] 

Once a dot has been visi; 
cannot be used or passed through] 
again and the task is to consume a 
many dots as possible before becaa 
ing stuck. 

From any dot you can only move :.". 
a neighbouring dot — i.e. one you I 

two other dots. Starting from tbtl 
Green dot at the centre, just what is I 
the longest path you can find? 
For family fun, place a piece oil 

and draw on that, then everyon 




INTO 
' THE 
FUTURE 

what gamines got in store 
By Terry Pratt 

MK^JT ideQl 3ara6 W " h 9 ra P hics *at leave 
nothing to the imagination. 

It comes to your home where you sit alone but can 
flay against other people sitting in their owning 



II has stereo sound and the explo- 
its actually rock your chair. 
It may be science fiction at the 
■rant but it will be happening 
«sy shortly. All of the technology is 
itaodr ^re and it won't be long 
Wore someone packages a game 
wuch puts you on the inside' with 
faction happening around you 
The most important development 
» loser disc games. The next gen- 
of arcade games will feature 
sc technology with film ac- 
ting to the player's move- 
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game called Astron Belt 
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elt puts a computer 
) in front of a film back- 
hich comes from a 
lence fiction film. The 
' its of planets, 
land- 



game's logical sequence. Anofhei 
more expensive way is to use a dou- 
ble disc system so that one disc fol- 
lows the current action while the 
second prepares for the player's next 
move providing a "seamless" pic- 
ture. A laser disc cabinet costs about 
£2,000 but it is easily re-usable wim 
a new game disc. 

Other examples of games using 
this technology are: Dragon's Lair 
and Eon and the Time Tunnel. 

Dragon's Lair is a fully animated 
sword-and-sorcery cartoon with the 
player taking the part of Dirk the 
Daring. He swashbuckles through a 
castle loaded w ' 




current Star Trek game going the 
rounds in arcades), 

A player has four screens of in- 
formation, showing tactical displays 
and laser disc film from the movie 
Star Trek. It has a hundred buttons 
voice synthesis and stereo sound If 
he wants to compete against a 
friend, the other players' ships 
appear on his screen as rebel fleets 
For the future they plan a sports 
simulation, a fantasy game and 
games based on other popular 
movies. The system can also be con- 
nected down a phoneline to other 



milar c 



a Nov 



:kground 

'hips and ali 
es and when the 
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fame has plenty of flaws bi 
ihould be corrected and irr 
as the manufacturers undei 
the medium better. The mar 
iem with laser disc 



: the 



game act 
■• is due to the 



it which 



■1 can search appropriate 
:nd sounds called for by the 

ay around the disc response 



but the player 

ominous Welsh 

s the vibra- 



Eon and the Til 
lar fantasy thei 
travels through a s 
scenes featuring c 
castles and futuristii 

Astron Belt also fee 

seat, A chair which 

brates in time with the action, so 
those explosions can really rock you 

Another arcade breakthrough is in 
allowing players to take on each 
other as well as the computer A 
Californian company, Simutron has 
just produced the Simulator game 
system which allows up to IE players 



Each playei 



I cubicle with 
ur screens of action in front of 
le first game using this sys- 
:alled: Star Trek: The Motion 

(not to be confused with the 



wide or even world wide' _ 

In the U.S. they are already doing 
without the phones, using cables 
l he system is currently limited to a 
small audience served by Play 
Cable, a New York City-based firm, 
half-owned by Mattel. This winter 
will see the launch of the Games 
Network of Los Angeles and three 
other companies (including Atari) 
are exploring the possibilities, 

PlayCable offers subscribers (SIS 
a month) 20 video games which 
change every month . The system can 
only be used by owners of Mattel's 
Intellivision System and games are 
downloaded into the system in about I 






Games Network will place t 

rocomputer in the subscribers 
for $50 (about £35) and then it's 
month for 20 games, including 
arcade hits. 
It's all just around the come 
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Behind the quiet facade of 
suburban homes all over the 

country something strange 
'igo.ng .,n In the quiet ' 
de-sacs and peaceful t,= B - 

. med streets of towns and 
pities you'll find ordinary 

| looking homes which hide a 
t few. Venturing .••;;, 



HNBALL 
CRAZY 



ir homes to take collec 
is of pin-tables wriicf 
often run into double fi 
gures. There's a family oi 
pinball fans who have a 
house full of machines and 
"—nil « rumour that 






But what 
like Keith t 

lengths 10 preserve thes 
old machines and encoui 
age interest in them? "I sup- 
pose there's a certain 
lostalgia 




l^SITION h,&:7 *6S"s tilt "JOiRETURN 

l}75e POSITION 4,3:7 *6.-l-nc,v 1 ce 

"t^l POSITION 4,5:7 #6i "2=pi lot" E 

I 770 POSITION 4.7 = ? M|-3-co«~ndT 
I^S ^| T K !49 K THEN COMPOSITION 15,0*? «> 

1 ^^"STlSS COMPOSITION 15 ,e:7 » 
_-J ;"sk=3-:Q0T0 820 
ITi^ 815 SOTO 78© 

,820 POSITION 4,3:? «>* ^ 

3 S3® POSITION 4,5:? •« _ 

I is s iT Tir ™; "■^»^rfs-i:i p s i 5 

1 ION e,»i? *6; "■**«*- alert -FUK J 

I ft! NEXT J: BOUND 0,64, 10, 1» „ FQ 

l "5-™™*"^*" T.«UN».... S ».« 

I B70 POSITION 0,0:7 *<>!"« 
1 BSO SOTO 30 

I 1000 rem character set data 



_ -310 POKE 30729,0 

I 1«2» DATA 0, 0,0, 24, 24 126 12? -™ 

1022 DATA 2=5,lS3,I 53 , 253ilS3fl53>255 j 

1070 FOR 1=1 T0 b 

1140 POKE 756,CHSET/236 
150 RESTORE 1181 

[3iin? i™* I=153A T0 17 »>R»D a= poke M 

53 6 S?™ 2SB ' A '»«.2=S.*,2*;i*9 109 ■ 

,,' ' ■' la9 > 2 52,&, 133,204 133 I 

1183 DATA 206,189,240,6 133 2BT •« ™ 

UB4 DATA 6,144,16,16a 177 203lfs 5o 

12«1 P^IpeEK ul;?' I2V' 32 - 92 ' 22S - ** 

=XH=1S7 EEKUe6, - 1&!pMB «SE=256«=tt E v=i 8 i 

! «!, SSeET*** 1 * 23 ™ ^BASE + 2047:PO 
££ POKE 704, ,„. POKE 705.1,8^^^ | 
* POKE 559, 62: POKE 623,1 .-POKE 17BB.F 



14,127,127,120, 120, 



) PMBASE+1291:RE 



) PMBASE+1543:RE 



4; POKE 53277,3: POKE 54279, PM: POKE 1 

■ W: POKE 53256,1 

■ l260 RESTORE 1280 

3 1270 FOR I=PMBASE+1024 TO PMBASE+1035tRE 

■ ad A: POKE I, A: NEXT 1 

■ [ZaO DATA 254, 254, U 

■ 32,32,112,112 
" y RESTORE 1310 

| 1300 FOR I=PriBASE+1280 T 
AsPOKE I,A:NEXT I 
310 DATA 0,0,0,0,0,0,1. 
I 1320 RESTORE 1340 

■ l330 FOR I=PMBASE+1536 T 

■ ad A: POKE I, A: NEXT I 
|l340 DATA 30,126,252,126,127,255,254,90 
I 1350 POKE PLY, Vi POKE PLY' - 
1:P0KE PLXl,Xr1:POK£ PU.,1 

■ poke PLL+2, 12 
1 1360 X=USR(1696> 

' 1380 POSITION O, IB:? »6; "press fire to ■ 

1400 IF 3TRIS<0>=0 THEN 1420 
J 1410 SOTO 1400 __ .„ 

I 1420 FOR N=2 TO 18 STEP 2:F0R 1=0 TO 19: 

■ sOUND 0,1 + 100, 8, 8: POSITION I, Hi? «■!" < 

■ NEXT I: NEXT N: SOUND 0,0,0,0 
I 1430 POKE 656, 1: POKE 657,8-.? " 

I ISOO POSITION 0,0:? #6s"meteor attack" 
I 1505 FOR 1=2 TO 6: FOR N=19 TO IB STEP -1 

: COLOR ABC { CHAR* < 3) ) : PLOT I, I""" 1 
J 1510 FOR N-17 TO 16 STEP - 
I AR*(2)):PLOT I,N:NEXT N 
l?S20 FOR N-1S TO 13 STEP -1:COLOR ASC CC 

sPLOT I, N: NEXT N:NEXT I 
I 1530 FOR 1=3 TO 5: COLOR ASC (CHAR* (2>> if 
|0T I,12:NEXT IsCOLOR ASC(CHAR« (4) > :PL01 



-It COLOR ASC(CH 



4,11 

I 1540 FOR I=B TO 11:FI 
I 1: COLOR ASC (CHAR* (2)1 
I 1550 COLOR ASC (CHAR* 



a N=19 TD 16 STEP - 
:PLOT I, N: NEXT N 
3I):PL0T I,15:NEXT 



I 1560 FOR 1=9 TD ] 

I,14:NEXT I 
i 1570 FOR 1=13 TO 
I PLOT 1 , 19 
I 15B0 FOR N=1B TO 12 STEP 

[2)1: PLOT I, N: NEXT N 

I 1590 COLOR ASC(CHAR*<3>> 



ASC (CHAR* H 



COLOR ASC < CHAR* (3)1: 
It COLOR ASC(CH 



3 FOR N=14 TC 
I PLOT N,10:NEXT h 






rsv- 



«R*(2) J:PLa ^/0 10 STEP -,. 



1640 FOR 
l?«»>.PLOr in! 



COLOR as C{c 
COLOR f 



J i«e" color l£ tNEXT 1 
I 2 ««s city*. _ ' rALL CLHfiR 

|2040 FOft ^(^ ^ 

I 2070 doJ-J;;;; I ' JNE " in 

a '3:?'# A ^ ! " MET E0RS DESTRnw™ " ! POSj T 

jsv*?;* ».*? „6. iPDSma 

* THE ciT^^'-^iFWl^W^-.POBIT 

2130 POSITION c ,9!? «6J"D 

position 7 13 * rt :F or r«i 

? -T?Rasr **.«... 
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BY RICHARD BARTON 



TRACKER 



iMM.immmumwmw 



Variables 

Z = step count for display on screen. 

CO = colour address offset from character address. 

SI, S2, S3 = Vic sound addresses. 

V = volume. 

U, D, L, R = represent screen codes form various arro 

(Tracker). 

G - Grid display. 

C = border of grid. 

Q = fugitive position, 

X = tracker position. 

Y = represents whatever arrow code is being used at 
any time (U, D, L R) (e.g. = Y = R). 

MS ■--- special sound effect routine. 
T = time delay. 



position. . a( start ing posit.on of Tra«* 



1*0,, 



pjr"' 



2B PMHT"3" 

+8 CO-30728 : 2-0 

SB U-1;]I-K:L-S0-H-S2:K-?92Z 

?!» ™ 6874 ' S2,3 « e7 ! : S3-36876 ■' V-36S7S 

1M F0RO-7630T07921 

1J3 p ^EG,122-poK E &+rij,0 

1« NEXTG 

::o -jse*ito40 

vi n-:NT<RNDa)*24i)+76ga 

K> Pr»;:< 16 .; -■OKEM+CO.S 

i38 NE'TB 

ffiS FORO76S0TO770 I ■ PQkec, 1 S0 : POKEr+cn , 8 ■ UPiijr 

■-.., :■: 

3.J IFF-EEL I .= : 5 .-- H £r, CD 
:2P0KEQ+C0,2 

:- 4 E F0K£X,R p 




*-l-PCKE.w. l-i Fi>-EX+r:n+i, B :¥=L 

* IF 7!;- '-■--" - " v - r --- *i'oifiBTw«. 

5S5 POKEX,4> POK£X+CO,a 
307 PRINT'S 



S00 P0KES3,2B8 

fi;o F.:iRT=jToiee:nEXTT 

640 P0KES3,0 



M3TEP"Z 



700 I FPEEK f x>=i SUDPEEK . ,..-22 ) = i a -heiP'M 

7:0 i c =ed . =r=nrPK- . / ,_ .V .. F -\- 

733 PRINT"SUm™, 

;p.j F0.PMS«;.12 -|:-4a--"F - 

320 POKES£,Mj 

3*0 NEfcTMS 

356 FCiPT*itO3>J0:nextt 

360 POKESE,0 

"10 GOTQ930 

jv'i Ei:R l r3-240TOi35STEP- 7 

920 POKES I, MS 

940 WEXTM5 

950 FORT=ITOS80-NEXTT 

960 POKES 1,0 

980 PRINT'-^OHMWM HIT R FOR HEM TOME ■» 

io.jo i^--.t IF**=' T H r N 10;-n 

102O lFFi*="R"TrE l JE i.:,'.- 

104B ooToi see 
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NEW GAME FOR YOUR BBC MODEL B 
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[he Legend continues., v ? 




Imagine Software, Masons Buildings, Exchange Street East, Liverpool, Merseyside L2 3PN. JSior*!? 9 



"~" DftTR FOR GRAPHICS, 




10 REM fl.B«*l# a 19B3 

1 «ui M „ B 8flVE " P « c »*"" LINE 77? 
i SAVE "P*cm*vi C'CODE USR '•*",£ 

20 LET h*-0: LET c-0 
25 LET *»0; LET 1-2 

30 DRTR .3,0,. 3,0, .3,0, 
1,-3, .2,0, .4,0, ,3,4 

31 DRTR .3,0, .3,0, .3,3 
2,-3, .2,0, .3,0, .3,-3 

! DRTR .3,0, .3,0, , 3j0 
2, -3,. 2,0, .3,0, .3, 4 

33 DRTR .3,5, ,3,6. .3 5 

34 DRTR .3,0 
33 DRTR .4,3, .4,0 
30 RESTORE : BORDER 0: RRPER 
CLS 

100 INK 1: PRINT TAB 3; "qbbbbbb 

bbobbbbbbbbt" 
'.10 PRINT TRE 5,; 



120 PRINT TAB 
. qfc'j.c" 

130 PRINT TRB ! 

40 PRINT TRB ; 
50 PRINT TRB I 



170 PRINT TRB 
.qbbr" 

180 PRINT TRB 

130 PRINT TRB 
. sbbd" 



: . qot 



Late at night, when we we 
sitting around looking 
programs for this year boi 
in the C&VG office we suo- 
denly hear a mysterious snif- 
fing sound coming from the 
computer room. Expecting to 
find Mai Function up to no 
good among the software we 
crept up to the door and 
slowly pushed it open. Not a 
Bug in sight. But sitting in the 
middle of the floor was a 
small round yellow being 
with a small tear running 
down its chubby cheek. A 
Pac-man. "What's wrong lit- 
tle fellow?" we asked. "I've 
heard you are doing a great 
programs we have known 
section in the yearbook," it 
said, wiping away another 
tear, "Why, yes," we replied, 
"But why are you upset? Pac- 
men are usually happy little 
creatures." "A little ghost 
told me that I was being left 
out!", it sobbed, "How could 
we leave you out! Everyone 
loves a Pac-man!" 

Its round face brightened. 
"Heally!" it exclaimed. "Of 
course!" we said. "Just wait 
until I see that ghost!" said 
the Pacman, gulping down a 



t" And with that he dis- 1 
appeared in a puff of golden 
smoke, leaving behind him 
this neat little listing for the 
Spectrum. 

This program gets as cli 
to the original arcade vers 
as is possible within 
limits of the Spectrum. Th 
are four power pills, two! 
escape tunnels, i " 
video-pills a Pac-rt 
Because of the limitations of 



but I 






hunter. And there's a nice 
twist to the original the™ 
which gives the little mun- 
ch er additional problems. 
The power pills can be trans- 
formed into poiso 
by the devious ghost. While 
they are poiso 



Pac if. 






flashing. You get three lit 
as in the arcade i 
the Pac-man is controlled by | 
using the "Q" key to move 
up, "2" down, "M" left and 
"N" right. 
Program notes 
When entering the maze- 
printing section of the prog- 
ram the dots are full stops 




be coloured with 
ink 7 (white). The maze is 
drawn using user defined 
graphics and must be col- 
oured using ink 1 (dark blue. 
' To colour tt 

j use the INK command. Press 
| CAPS SHIFT and SYMBOL 
SHIFT together. Then hold 
down the CAPS SHIFT key 
1 md press the appropriate ink 

method 
, ory and is necessary if the 
1 program is to run on a 16k 
machine. User defined 
shown as capital 
letters in quotes and should 
be entered in graphics mode. 
This program runs on a 4SK 
machine. To run in 16K add 
Rne 5 CLEAR 66367: LOAD'"'. 
Then type in lines 1-5 and 
nve on tape. Type NEW and 
enter the rest of the program. 
To play the game, load in 
the first part and run it. This 
mill then define the charac- 
ters and load in the 




579 IF SCREEN* Cyl,Xl>« RHD R 
TTR <yl.*lX>134 THEN LET Ul-J 

583 LET »*l-*«»- Kxl<x '-^* x Vn T 
599 IF yl-U HND X-xl THEN GO T 

° 6 @Hf SCREEN* <yl,xl>«"" *"0 R 
TTR 'yl vlK>134 THEN LET Xl-m 
Ii0 lii 1: IF t>0 THEN INK 7 
629 PRINT OVER UflT yl,xl; « 
699 GO TO 480 - 

709 IF C»<>»." THEN GO TO 710 
702 LET S=S+5; PRINT AT 2,0j*= 
LET i=i+l- BEEF ,01,39 
794 IF i>177 THEN GO TO 2909 

1% S RTT??^^ THEN GOTO 
??5 IF RTTR <y,x>=134 THEN GO 
T0 !? 5 IF RTTR (y.xXM THEN GO T 

729 LET y=y-<*=2>Ka=3;; LET 
x -<*«4>«*-1> GO TO 535 
749 REM get bis dot 
?no F0 R 9 =39 TO 5 STEP -5= BLLf 
.01,9: NEXT 9' FOR 9=5 TO 30 sT 
EP 5: BEEP .91,9: NEXT 9 

779 LET s=5+25: PRINT RT Z,9;s 
GO TO 535 

309 IF x=4 THEN LET X=23 

310 IF x=24 THEM LET x=5 
820 GO TO 533 

1091 IF SCREEN* Cy,X>»"." THEM 
LET i = i + l „ „ T 

1992 PRINT RT y,x, OVER li « ! I 
EEN« t yj x?="." THEN LET 1 = 




1095 IF t>9 THEM GO TO 1300 

1109 FOR f«l TO 4 

1105 PRINT RT y,x; ■•*«; FOR 9 «0 T | 
PRINT HT y, X ;>« : F0R 9=6 TQ | 
TEP -2 = BEEP .01 j9: N EX'T 9: NEXT | 

1110 INK 6; DRTR «}", 

1115 RESTORE 1110 

1129 FOR 9=30 TO 10 STEP -10 
1123 RERD a*: print r T y,x;**- 
OR f-j TO f '"* 

1130 EEEP .015,f +9: NEXT f: NEXT 

1140 PRINT RT y,x;" '■ : pfln SE ,4. 

BEEP .1,0: PRUSE 8: BEEP 1 5 
1200 LET 1=1-1 ' 

!fl? IF l "- J THEN GO TO 1309 

1229 GO TO 425 

1300 PRINT OVER l;fiT y x ;«*-' 

P^i ™ ES% TO 49 STEpV EEE 

IS! ,^r HT INK 6jnT «<*;**<*> 

..lt E = s+20 a. PRIHT RT 20 

1330 LET yl= 8 : LET xl=14 

1333 PRINT OVER I; INK 4 RT 8,1 

1335 LET t=0 
1340 GO TO 535 

""*■■"" ^ PRIHT RT i0 '^"M 

1510 IF s> hs THEN LET hs=« ■ PRJ 
NT RT 2,24;hs: PRINT RT 14,2, 
ov. haue th« high-srore' >*' 

1511 PRUSE 50 

1520 PRINT FLRSH 1;RT 5,2;"P,-es 

* any key to begin. . " 

LIT lF INKEVSO "" THEN GO TO 



1549 IF INKEV*=" 



- - J0 GO TO 25 

200O PRPER RNP*G+l ; FLRSH 



THEN GO TO 15 
CLS 



2910 FOR f=0 TO 40 STEP 
9=0 TO r STEP 3; EEEP 
I T 9: NEXT f 
2020 PAPER 0: FLRSH 9 

2040 RESTORE 

2941 INK 6 

2042 LET C «c+i . ip C>1 

TO 3500 

£850 FOR f=i TO 31 s R E R 
b: EEEP *-.iS,b+6 

2060 PRINT RT 10 f-i ■ ■■ 

RT 19, f; "h" 

20 --S nei-;t r 

2075 RESTORE : LET 9=0 



or; 



2077 



NK 4 



1 FOR f=0 TO 30 



;;iV.<L.1 


READ a: RERD bi BEEP a-. 13, 


b 




3031 


P R I H T RT 31 N g *3 + 1 , f '- 1 .; " " 


3033 


LET 9=9+. 5 


,;;iuy 


PRINT RT SIN 9*3+10, f. "*" 


3 1 i S 


NEXT f 




PRINT INK 6;HT 10,31; "k" 


2130 


INK 6: CIRCLE 199, 147, £3 


3140 


CIRCLE 230, 120,8 


£156 


PRINT FIT 8., 33, "o" 


£'166 


PRINT INK 7.;fTT 3, 22; "Oh No 


£165 


PRUSE 30 


£173 


CLS : INK 6: PRINT RT 18,31 


,".." 


INK 4; AT 11,30; "a" 


asa 


FOR P-30 TO STEP -1 


>190 


BEEP .005,30-T: PRINT RT 10 


■; ii ;; 


" : NEXT f 




PRINT AT 19,0; " " 


2210 


GO TO 50 




STOP 


3010 


LET y 1 =y 1 +< y 1 >y :>-', y Ky ) 


£040 


IF SCREEN* Cyl,Xl>="" RHO R 


TTR 


yl, xlX> 134 THEN LET yl = ,i 


3044 


LET w 1 *>x 1 +< x 1 < 2 3 FIND x 1 > >-- 




J RND xl<x> 


5030 


IF SCREENS (yl.xl)-"" RND fl 


I'TR 


yl,xl )<>134 THEN LET xl«m 


3 1 00 


GO TO 610 


5200 


IF u»3 THEN LET 0= I NT C RND 


3210 


LET xl=xl+''xl<>'3 FIND o=@ >-< 


0=1 FIND xl>5): LET yl-yl+< o«2 >-< 




I F S CREEN* C y 1 , xl >*" " THEN 


LE1 


xl»Xl .<o"0>+Co»l): LET yl = y 


3223 


IF xl=m THEN GO TO 580 






531b.' 


IF e=2 THEN GO TO 4380 


3329 


IF c=3 THEN GO TO 4400 


4 3 i 


FOR f«0 TO 30 


4320 


RERD a: RERD b 


43;:. 


BEEP a-. 13, b 


43;-;;: 


PRINT INK 6; RT 10, f ; " h" 


4 3i"5 


PRINT INK 4; AT 0,31-f;"* " 


43:30 


NEXT f 


4jj; : 


PRUSE 20 




RESTORE 


4337 


FOR f-30 TO 16 STEP -1 


4.340 


RERD a: RERD b 


434 5. 


BEEP a-. 15,b+24 


434? 


PRINT INK 6;F)T 10,f;"j " J 


I HK 


4;RT 8,31-F; " a" 


4.353 


NEXT f 




PRINT INK 7, FLRSH 1 ; RT 3, 


16.; ' 


!": INK 6: PRINT RT 10,lS;"i 


4 ::<■■-. 


PRUSE 50: PRINT RT 3,16;" " 


,Ml 


10,16;".!": PRUSE 50: PRINT Fl 


T I' 


,16;"k" 




Glossary of Computer Terms 



6502 -7=^. 

The CPU chip used in many popular 
BBC, and Oric, also in the Atari VCS< 

6809 



le computers, e.g. 



way of specify i ng movement on the screen wh icA bears no 
relation to where you are moving from. E.g., Move to 
,9). See also relative. 

Accumulator 

The main register in the CPU on which arithmetic and other 

" wis optrate. To use certain functions on other 

requires copying that register into the accumulator, 
operating on it and then returning the registers to their 

mPer or label indicating a position in the 
memory. 

Adventure 

The name given to computer simulations of fantasy 
role-playing games. The machine plays the part of the 
adventurer which you control by giving insjjieatians from the 
keyboard usually in plain English. The objective is usually to 



Algorithm 



i detailed step-by-step description of a problem w 

ien be solved by translation into part of a comput 



Append 
Argument 

The value on which a B 
two arguments: an adc 

Array 

A way of storing related pieces of infoi 
computer, so that each element of the 
E.g., instead 



psftgranw^to thje 



n operates, e.g., POKE hi 



variable name. E.g., instead of storing a list of 
Idresses as A, B, C and their 'phone numbers as D, E, F, ti 
rays could be used so that the adi " 
ID. A(2), A(3) and tne phone numl 



Then, finding the phone number fi 

Asq | 

A Basic function to give the ASCII cc 



)sP(l),P(2landP(3). 



ASOI 



American Standard Code for Information Interchange, 
standard code used in most micros to represent 128 
characters in a 7 bit code. 



A program which helps in writing rrmchme code programs. It 
allows the programmer to enter maehineco.de instructions 
using mnemonic codes whichArreaswr to (ememberthan 
the hex values, eg., in 6502 machine code one way of loading 
a value into the accumulator is by using hex code A9. With an 
assembler, the load-accumulator instruction is LDA. 

ATTR 

A Basic function on the ZX Spectrum used to find data about 
a certain point on the screen. For a pair of coordinates it 

1 'Ur of the screen at that point, whether it is in 
id whether that particular character is 



sxtra-brighlmotlu art! ■.", 
flashing or st§adf. . 



Beginners' All-purpose Symbolic instruction Code. A 
programming language invented in America in 1964 and 
available in almost all computers from those running power 
stations to those playing Space Invaders. 

BAUD RATE 

The speed at which data bits are sent down a wire. Baud rate 
is approximately equal to bits per second ; so with an average 
often bits per byte an interface working at 300 baud can 
transmit or send about 10 characters per second lor CPS.) 



md used in Basic c*ffle"2*Spedtrum and 
'It-in speaker I \v i 



Ace- to produce 
iircjuinents are pilch sru 
m.rtrilft-C and duration i 

Binary 



Bit 
Border 



i, a singic' 



■ 1 ur 0. 



dgeofa playing sere 
n the main playing ai 



Bright 

A Basic com m; 

brightness. An 
has two. 

Bug 

properly. 



ants it from wctjirfig^ 



Binary E.g 



i 



. 



Cassette 

A (usually) plastic ease conta 

programs can be stored usin 

i4at<rd3jE,pne 



Centronics 



of interface for computers used in connecting 
s. The Centronics interface is a parallel device as 
sd to the RS232 interface, it uses eight separate wires 
date and a complete byte is sent at a time. Originally 
a range of printers by Centronics, this interfac e is no w 
rd or optional in most micro printers. /"l" - "" 



Character 



Chip 

An electronic i 



CHR$( | 



Ban special thing* like 



Character set 

The range of characters whi 
Some machines have speci; 
mathematical sums or ■■nn 



:o accommodate th 



PRINT CHRSI'65) 
will prjuLa^apital letter A, 

GhonR^ graphics 



Dhics made^rgjn whole 
sThes^cl<araclj re are often 
: quarftii'iwjjpvetj. As found 



CLOAD 

A Basic command toll 
opposed to loading frc 

Command 



iay he either aconfm anrfdf a function, 
expect a numerical or alphabetical result, while a function 



Compiler 




Copyright 



n,.- ;i - 



ofthela 



the originator of a piece of 
morn me exausive rigm to mane copies of that work. No 
copyright laws specific to computer programs exist at 

present. The difficulties arise over the idea of a program as 
much as the program itself. Because the author of a prograr 
is entitled to a payment for each copy sold, copying of 
programs illegally is considered theft. 

CPU 

Central Processing U 
organises the work of all the ol 

machine as well as perform " 

CSAVE 

ABasiccommai 



i\Z 



a program 01 



Cursor 

A marker on the screen of a computer to show where, if a key 
is pressed, the next character will appear. 

Data 



man 


needs before or d 






be 




data 


A single item in th 



ita ils>li^ith 
thi»'8flTa"Thj . 



DATA 

A command in Basic which is used I 

program. The word DATA is followed by the data its 

each datum separated by a comma. ~ 

function READ is used. 

Debug 

To ensure that a program works properly by removing the 
bugs from it, 

Decimal / ^>\ 

Itflwy nimbers. It uses the 
digita<533frAlso known as base 10, or denary. 

utt&\ 

A command used in Basic to reserve space in the computer's 

for an a rray to have 1 elements so if you plan to have 
anything larger you must use DIM. To reserve enough space 
for array D to have 75 elements, use the command 
DIM D(75), Short for DIMension. /^^ 

DIN **<& 

Deutsche Industrie-Norm. A Gejjjwn -designed standard of 
connections used extensively Baudjclequipment and, 
therefore, also in the confetrmg^f cassette recorders to 

Disk (or Disc} 






for them to be used. 

Disk Drive ^^ 

The machine which is used to get inform aji onon art Iff 
disks. Once a disk is inside the drive it is rWateda&H'nsV a 

toSOtimesfa Isomore 

expensive. An avefigryjrfce costs 10 times more than a 
cheap porta^trT355»tte rJcorder. 







\ 




4kv 


' 






\Sr ^^VV mm 






K0L \^^^V^ ^fl r93 1 

'-5<^H Uv£v ^^P^HH How 



UNBEATABLE 







j| 



^ 




STREETS AHEAD ... IN YOUR HIGH STREET NO' 



SOFTWARE 



Edit 

of a lafgCBpctt of the program 

ElemenT"^ 



END 



ie computer that the end of the 



ENVELOPE ' 

A command used in Basic on the BBC micro to define the 
characteristics of a note which will be produced by the BBC's 

SOUND command. ENVELOPE defines the actual wave form 
of theooie,and can be used to simulate the sound of various 
inst/uafleTfts, i 

EPROM 



File 

Fixed point 



ieces of data stored for use by tt 



always placed 

i multiplied STutvlT^dtryV factor of 
alue. For example... I 



eioSmjg 



point 



point is placed between the whole part^r^Ee' fractional part 



Floppy disk 
FOR 



3 



Forth 

A computer^iagramming language. It is the language of the 
Jupiter AtSe*TTIt is also available for som< 
Althotfgrrstiaynrhlrder to I 



anguage, but the cc 



ting games programs. Was 
i "fourth" as in fourth-generatioi 



Function 

GET *^Z-*\ 



GOSUB 

A Basic command which jumps to a certain part of th 
program called a subroutine. These are useful where 
same part of a program may be "called" several time 
subroutine may consist of several program lines and 
continue until it 
returns to the line afterthe initial GOSUB. 



GOTO 



Basic prgpr 



Graphics characters 

Characters which the computer can print apart from normal 
letters and numbers. These can be used in blocks to form 
pictures. See also Characters. 

Hardware 

The physical cjwuponents of a computer which can actually 



Hexadecimal 



High level language^ — ^**\ 

nguage itself does 

3 available in Basic 

but must be broken 

_by**e\Basic interpreter. 



A programming language in which the larigui 
some of the work for you . For example, Basic 
language because most of the co mmand s avs 
are not available directly tn the ccxfljiul&r but 
down into many simple instru ctions b yl*AB= 




INPUT 



A Basic function to get a key*r IfeysJjOTn the keyboard. 
Keeps getting keys until tKe-f«THflN orjENTER key is 



INT 



fntege 



Interpreter 

The program whicJwJecodes thi 
language, ItconVerfitrigJjBesv 
steps which tJte-ePO-san urjder! 



Jack plug 

for linking ci 



Joysticfr^ 



ofttrollfer for video games. A short stick ca 



K for Kb. J 



Stands f o r Ki I o bytes or a 1 024 bytes . Th e u n it u sed to 
measure the size of a computer's memory. Usual ly goes up in 
multiples of 4 or 8. One byte is equal to about 1 character. 

Language 

The set of commands with which a computer is programmed, 
Basic is the most common language for beginners but special 

■.', exist for certain jobs. Cobol is mainly used for 

■a- Tina -'usinessprograi '- 

maths-based language. 

LEFTS 



string S$. 

LET 



le Fortran is a science and 



used in Basic to assign a value to a variable, eg., LET X= 10 or 

LETS$="HELLO". 

Line number 

Each line in a Basic program must have a fine number. When 
the program is run the lines will be executed in numerical 



LIST 

A Basic com rr.. 
on tha screen c 

LLIST 






LOAD 

Location 

Low level language 

A language inwhich a limited number of commands ci 

V and they must be broken down and 
simplified by the programmer. 

Lower case 

The small, non-capital letters available on a keyboard, 
characters produced by pressing a key without holding 

"I ^=r 

Large Scale integration. Getting a lot of components in 



LPRINT 



d output to the printer as opposed to 



Machine code 

The lowest level language available on a computer. It is thi 
language which the CPU can directly understand and 
because it does not need an interpreter, machine code 
programs run very fast but are complicated to write and 
rlphiig A typical machine code pro§r«n m 
faster than its Basic equivalent./^<~~_, » 



Memory map 



S\ 



The way in which the computer organizes its memory. The 
memory map states where the machine holds its program, 
variables and Basic interpreter. Most computers also hold the 
contents of the screen in memory as well so that altering that 
area of memory will change the contents of the screen. This 
is known as having a memory-mapped screen. 

Merge^=v 

Loading aptogram or data without destroying the one 

-'— idy in memory. Where program lines are duplicated, the 



Microprocessor 



h can get information in, process-if'enrj ^ 



Asinglechipwhi 
output it. 
Similar to CPU. 

Microsoft 

A software company responsible-for writing the Basi 

MIDS 

A function In Basic to extract a certain part of a string 
from a certain position and going on fora certain nur 
characters. MID$(A$,5,3I will be a string made upfroi 
starting at position 5 and continuing for 3 characters. 



Mnemonic 



:h helps in remembering sometKrfig. For. 
a value is known by the mnemonic CP A, 



MODEM 



Short for MOdulator/DEModulator. A peril 
gnals sent from a computertotheco 
them to be sent over the telephone I 



Monitor 

A device uSed as the display for s computer. It is similar to a 
""' " reen but is of much higher quality and costs more. 

tors cannot normally receive TV signals, A typical colour 
tor costs at least twice the price of a portaWiajlour TV. 

Monochrome 






ur. A cqrapirter display wl 

ilour. Usually black a ndw 
ack, or orange oh black. 



Network 

A number of computers connected together such that each 
can communicate with any other and that they can share 
peripherals which would be too expensive to provide for 
each computer. 

NEW 



NEXT 



Nybble 

Half of a byte (4 bits.) A byte is made up from two nybbles. 

its are called the high nybble and the last four are 
called the low nybble. 

Operating system 

The program in the computer which controls the 
coordination of all the components. Every computer has an 
operating system. Some operating systems are common to 
many computers subject to minor alterations. One such 
system is CP/M which runs on many Z80 based machines. 
CP/M controls the loading and saving of programs and also 
control of the disc drive, keyboard and printer. Commands to 
load and save on one CP/M machine will be almost identical 
on any other machine with the same operating system. 



OVER 



PAPER 

A command on the Spectrum ar 



I Ace to specify the colour of 



PEEK 



A Basic function to look at the contents of a certain iocatior 
memory. For example, the character at the centre of the 
screen on a PET is held in memory location 33268. So to se 

PEEK (33268). 



Peripheral 

Additional hardware used v 
integral part of it. Eg. a disk 
joystick. 

Phono plug 



Pixel 



POKE 

A Basic command to load a certain value 
location in memory. The syntax of the cc 
POKE address, valu 
so to put character 46 (a full stop) at the i 
on a PET, type POKE 33268,46. 
See also PEEK. 



Printer 



Program 



)e executed sequentially by 



PROM 

Programmable Read-Only Memory. 
A ROM chip which can be programmed by a special PROM 
programming machine. One programmed a PROM cannot be 
altered or erased. 

RAM 

Random -Access Memory. 

Memory in a computer which can be altered and is therefore 

used to hold the current Basic program and data. RAM 

Raster scan 

The way in which a TV picture is produced in the set itself. A 
single dot scans across the 625 horizontal lines which make 
up the picture. Whatever the display on the screen, the dot 
always follows the same course. It goes so fast that the 
display appears steady and stationary. 



READ 



Register 



Relative 



See also Absolul 



RENUMBER 



ty all run in even, neat steps. RENUMBER should < 
ly GOTO or GOSUB statements as well to enable t 



Resolution 



e. The higher the num 



RESTORE 



RETURN 

See GOSUB. 

RIGHTS 



RND 

A Basic function to produce a random number, used in 

ROM 

Read-Only Memory, 

A memory chip whose contents cannot be altered. ROMs are 
used to hold such .things as the Basic interpreter and the 
operating system. 

The name of an interface used for connecting computer 
peripherals together. All devices with RS232 interfaces 
should by definition have the same connections via a 2Spin 
D-plug although some manufacturers vary these for their 
own use. The RS232 is a serial interface which means that 
although there are 8 bits to a byte the bits are sent one at a 



Seeb; 



le down a single w 



RUN 



program in the computer. 



SAVE 



Scroll 

Moving the contents of the screen up or down by 3 single 
pixel or character at a time. Some programs also scroll the 
screen sideways. 



Shoot em-up 



Software 

Programs for a computer. The p. 
■ lot actually be seen (unless! 

:er) See also Hardware. 

String 

et of between 1 and 255 chars 



Subroutine 

frequently-used part of a 



Subscript 






1, placed, usually atth 



Syntax 



The composition of a statement, its arguments and any 
punctuation. Eg., a certain Basic statement may need two 
s, separated by commas and a semi-colon at the 
i is not typed correctly it will be rejected by the 
with a "SYNTAX ERROR" message. 



TRACE 



ck that the program linesarebi 



Upper case 

The characters available on a computer by pressing a key at 
the same time as pressing a shift key. ~'n- shift key usually 
punctuation and graphics for the others. 

User defined graphics 

Graphics characters made up of a block of pixels which can 
be designed by the user. Custom characters can then be 
made, like a Pacman figure or a space invader. 



User friendly 



>y to operate by 



Describes a program whicl 

non-computer minded people. 

A good user-friendly program will help the operator and 

should produce helpful messages in response to mistakes 

from the user. 



USR 



Used to transfer execution from the Basic program being 
executed to a machine code routine written by the user. This 
- ■ *" done if a certain part of the program needs to be 
things which Basic cannot 



id very fast or for certa 



VDU 

Visual Display Unit. 

Vector Scan 

The alternative to raster scan. Instead 
screen, the dot traces out the shape 

to produce. Programming such adev 
because if the dot is allowed to stop f« 
second it will bu rn straight th rough tti 

jces clearer, smoother graphics. 

ed in some arcade games like Al 



Verify 

Used in Basic to 



Word processor 



lign the text to them; 

!tter need only be in t 
mes with different at 



Z80 



and Sharp MZ80K. 
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SOLUTION TO PATRIOTIC PACMAN 
64 is the number of dots in the 
longest path. 
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Huppel creator Jim Hens an put his puppeteers to 
work an a fantasy epic last year. 

Be created a land peopled by the weird Mystics, 
cruel Skeksis and gentle Pod People. Through this 
world two Gelllings are sent on a guest to break the 
rule al the Skeksis and return peace to the land. 

A computer program of the quest was released and 
we at Computer and Video Games asked readers to 
come up with their own graphic representations of 
the weird and wonderful creatures from the world of 
the Dark Crystal. 



head of Aughra. one of the "stars" ol the film, llown 
over from America, the book of the film — beautifully 
illustrated by artist Brian Frood — and an LP of the 
film score. 

When Bruce McNaliy. Hensan Associates' creative 
director came in to judge the entries, he found a 
runaway winner in Alan Gutter's marvellous repre- 
sentation of Jen the Geliling on the BBC. 

We show a screen picture of the winning entry over 
the page and lor those who are feeling brave enough 
to key il in we reproduce the listing to show the work 




By A!an Outter 

Runs on the BBC Model B 
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